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FIRSTTHINGS FIRST 


THE README FILE 


The F^lerCoaste-TyDDon® 3 CD-ROM game has a ReadMe file where you can view both the License 
Agreement and updated information about the game. We strongly encourage you to read this file in 
order to benefit from changes made after this manual went to print. 

To view this file, double-click on it in the F^lertZoasterlvcoon® 3 directory found on your hard drive 
(usually C:\Program Files\Atari\RollerCoasterTycoon 3). You can also view the ReadMe file by first 
clicking on the Start button on your Windows® taskbar; then on Programs, then on Atari, then on 
FtollaODasterTvooon® 3, and then on the ReadMe file. 


System Requirements 
operating System 
Processor 

Memory 

Hard Disk Space 
CD-ROM Drive 
Video 


Sound 


DirectX® 


Windows® 98/Me/2000/XP (Windows® XP recommended) 
Pentium® III 733 MHz or compatible (Pentium® 4 1 .3 GHz or 
compatible recommended) 

1 28 MB RAM; 256 MB for XP (256 MB; 384 MB for 
XP recommended) 

600 MB Free 

4X Speed or faster (8X Speed or faster recommended) 

32 MB or greater Hardware Transform & Lighting capable video 
card, including ATI Radeon™ or GeForce™ 2 or higher 
(64 MB Hardware T&L capable video card recommended) 
Windows® 98/Me/2000/XP-compatible 1 6-bit sound card 
(PG audio solution containing Dolby Digital Live required 
for Dolby Digital audio) 

DirectX® version 9.0 (included) or higher 


If yxr PC does not rrEGt the \^deo harcKAare requrerrErts abcx/e, this ^me vwll not run. 
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SETUPAND INSTALLATION 

1 . Start Windows® 98/Me/2000/XR 

2. Insert the Ftolla<jQastGrTSoDon® 3 CD-ROM game disc into your CD-ROM drive. 

3. If AutoPlay is enabled, the RdlerCcasberTvcDcn® 3 launcher screen should appear If AutoPlay is 
not enabled, or the installation does not start automatically, click on the Start button on your 
Windows® taskbar; then on Run. Type D:\StartMe.exe and click on OK. Note: If your CD- 
ROM drive is assigned to a letter other than D, substitute that letter 

4. On the F^lerCoasterTyaDon® 3 launcher screen, click the Install RCT3 button and follow the 
on-screen instructions to finish installing the F^leCoasterTyioon® 3 CD-ROM game. 

5. After installing the game, we strongly recommend that you check for updates. Re-insert the 
game disc into your CD-ROM drive and click on the Updates button on the launcher screen. 

6. After FtollerCoastGrlvcoon® 3 is installed, you may launch the game either from the launcher 
screen by clicking Play RCT3, or by clicking on the Start button, then Pro^ams >Atari > 
Rollercoaster Tycoon 3 > Pl^ RollerCoaster Tycoon 3 (for XP users, click on the 
Start button, then on All Pro^'ams >Atari > RollerCoaster Tycoon 3 > Play 
RollerCoaster Tycoon 3) 

7. Visit atari.com/rollercoastertyCOOn for the latest information about the game. 

Note: You must have the F^lerCcasto-iyixDrP 3 game disc in your CD-ROM drive to play. 


Installation of DirectX*^ 

F^letZbastGrTvoDorP 3 requires DirectX® 9.0 or higher in order to run. If you do not have DirectX® 
9.0 or higher installed on your computer; click “Yes" to accept the DirectX® 9.0 License Agreement. 
This will then launch the DirectX® 9.0 Installer 

Microsoft Photo Story® 3 

Micrcsoft Phcto Sbory 3 for Windows lets you create fun and exciting video stories from your pictures. 

By using Phcto Story 3, you can touch-up, add motion, effects, music, and more to your pictures and 
save them as a video story that you and others can watch in a media player that supports playback 
ofWindows Media®Video (WMV) files, such as Windows Media Player 10. 

Photo 3ory3 is included with F^lGfQDasterTVcxxDri® 3 so you can share the screenshots and the peep 
photos you take in FtollerGoasterTyDoon® 3 with your friends and family in a fun and 
exciting way. 

When you are installing F^leODasberTyGoon® 3 the setup program will ask you if you want to install 
Photo SbDry3.To install Photo Sbory 3 forWirdoiAs click OK, and then follow the instructions on the 
screen. If Photo Sbory 3 fbrWirdcwvs is already installed on your computer; or if your computer is not 
running the Microsoft Windows XP operating system, the game setup program will skip this step. 
Note: To install Micrcsoft Phcto Sbory 3 ftrWiridaAs your computer must be running the Microsoft 
Windows XP operating system, and Windows Media Player 1 0 must be installed. For a complete list of 
system requirements, see the Microsoft Phcto 3oy 3 ttrWincicvysWeb site 

(wMAumicrosoftxom/photostoryi 

yitari does not c c r tiol, and dsdaims ary i ts|3 onsibilfty or liability fa; •theliJictici'i ncj and perlio m 'B n c e cf tKrtJ- 
psrty vueb sites and any carfeerit cn cr eK^laUe tfird- party vueb sites. 

If you do not choose to install Photo Sbory 3 when you are first installing FtoHerGoasberTyoDon® 3, you 
can choose to install Photo Story 3 at any time by doing one of the following: 

Click the Install Photo Story 3 button on the FtollerCcastGrTyDoori® 3 launcher screen. 

Insert the l^latjcasberTvcocn® 3 CD in your CD-ROM drive. In Windows Explorer locate the Photo 
Sbory 3 tbrWindoAs folder on the game CD-ROM, and then double-click the Photo Sbory 3 Setup file 
named PStory.msi file to begin installing Photo Sbory 3 

For complete information about using Photo Story 3, see Phcto 3xDry 3 for Wiridcwvs Help. 
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INTRODUCTION 

Welcome to F^lerCcastGrTyGoon® 3, the third installment of the world's greatest tycoon game. 
FtollerODasl^Tvcoon® 3 is completely new and redesigned to take the series to all-new heights. 
Featuring incredible 3D graphics and the exclusive new Coa^efCarn™, you can now see your park 
from any angle and ride what you build. From street level to blimp, feel your park pulse with fun 
and excitement like never before. 

If you’ve played F^lerCcastGrlvcoon® or F^laCjoasterTScoon® 2, you are in for a treat; all the features 
that made those games great are the foundation for F^lGrCtoaste-Tycoon® 3, including coaster con- 
struction, park creation, retail management, staff supervision, scenario design, ride exchange and 
more. 

We’ve also designed F^lerODasberTyDDcn® 3 to appeal to new players. More than ever you can play 
FtollerCoastGrlvcoon® 3 any way you want; whether you want to drop down a few rides and shops to 
see how the peeps react, micromanage prices and wages, tinker with landscaping and park layout, or 
build and ride the most awesome roller coasters ever imagined. You can look fonA/ard to the follow- 
ing features in the game: 

3D Camera Controls 

Fluid camera movement, unrestricted zoom controls and 4 camera control pre-sets allow you to see 
your park from virtually any vantage point — from a wide angle shot of your whole park to extreme 
close-up on the expressions of the peeps. 

RideThe Rides - CoasterCam" 

With the new CoastGrCarrT you can now ride any ride in your amusement park. Experience first 
hand the gut-wrenching white-knuckle spine-tingling blackout-inducing g-forces of loops, spirals and 
towering drops; or a gentle trip through the park on a monorail or chairlift; or the dizzying delights of 
the carousel and ferris wheel. 

AM New Peeps 

Peeps (l^laODasl^TVGoon® park guests and employees) now come in many shapes, colors and sizes. 
Peeps also now appear in groups, such as families, couples or circle of friends. And occasionally, a 
VIPeep celebrity will show up to wow their fans. You can even customize the look of your peeps with 
the all new Peep Designer Note: Peeps behave differently than in previous RCT games. For more 
details regarding peep behavior see the FAQ section of the ReadMe file. 


Day and Ni^ 

Things are different after the sun goes down — the stars come out, the lights come on and the 
coasters get scary. At night the park needs to be teen-friendly but during the day, your park needs to 
appeal to families. The challenge is finding a happy balance. 

Improved Coaster Construction and Game Controls 

l^la<jQasl^TVGoon® 3 offers new ease-of-use features, such as coaster construction aubD-oorrpiGte 
and improved game controls including a new dashboard interface to maximize the information avail- 
able to you while maintaining an unobstructed view of your amusement park. 

Firework MixMaster" 

Tantalize your guests with a dazzling fireworks show. And not just any show, but one you’ve created 
using the new Fireworks MixMaster™, an easy to use editing tool that allows you choreograph daz- 
zling pyrotechnic wonders synchronized to your own music library. 

PhotoStory 3 and Photo Spots 

You can now place Photo Spots near your favorite scenery creations, allowing the peeps to stop and 
pose while the group leader takes a snapshot. If you created a group in the Peep Designer, their 
snapshots are saved to your My Pictures folder (found within your my Documents folder) where you 
can create a multimedia presentation using PhctcGtory 3, which comes bundled with FtoHerCoaster 
"Ivcoon® 3. (For complete information about using Phcto Sjory 3, see Phcto Soy 3 forWirdcw\s Help.) 

CoastGTS From RollerCoasterlVcoon® and RollerCoasterlvcoon® 2 

F^laODastsrTyxxDn® 3 is backward compatible with the user-created coasters from RdlerCcastGr 
IVCDon® and FtollefODasterTvcoon® 2. So any coaster you created in the previous games can be 
loaded and enjoyed in your new parks. You no longer have to imagine what it would be like to ride 
the favorite coasters you created. Note: Some coasters may not work properly due to differences 
in how costers are represented in 2D and how they are constructed in 3D. See page 83 for more 
information. 
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FiveTheme Categories 

You can decorate your amusement park using five diverse and comprehensive themes: 

• Gen0ric - For all your amusement park needs 

• Spooky- Frighten you park guests silly 

• Sci-Fi -To inspire guests with visions of tomorrow 

• Western - For transporting peeps to the early American frontier 

• Adventure - Give your visitors a taste of Arabian nights or Caribbean escapades 

Game Difficulty 

In previous versions of l^la<joasl^TVoDon®, the game offered easy, medium and hard scenarios. 
FtollerCoaste-Tvcoon® 3 allows you to play all of the scenarios at three difficulty levels: Apprentice, 
Entrepreneur and Tycoon. When you first begin RdlaODasterTVcoon® 3, only a third of the scenarios 
are available, the remaining are locked and become unlocked as you complete scenarios at 
Apprentice level. 

Sandbox 

Throw caution to the wind and cast off all the constraints of ordinary scenario play. Now you can 
create the crowning achievement of amusement parks without worrying about money, time or other 
restrictions. Experiment to your heart’s content with any aspect of the game. 

USINGTHIS MANUAL 

With all the freedom and flexibility offered in FtollerGDastGrTyaoon® 3, there is also an added layer of 
complexity. The game's interface has been designed to be easy to navigate once you get the hang of 
it, but there is a lot to absorb. For that reason, we've broken the manual into two sections. 

The first part, "Menu and Interface Reference” (pages 9-73), provides a thorough explanation of each 
menu and panel you’ll encounter in the game. The second part, "A Tycoon’s GuideTo ...” (pages 
74-101) provides advice and hints about how to succeed in virtually any aspect of the game. We 
also encourage you to take advantage of the in-game tutorials, which provide step-by-step animated 
instructions about how to get started on your FtoHerGoastGrlyaoon® 3 career 
Throughout the manual you will find an interview with the real-world roller coaster designer John 
Wardley. For more information about John and his creations visit VtfVUWjohn-VtfardleyxleiTIOn.CO.uk 
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MENU AND INTERFACE 
REFERENCE 

LAUNCHER SCREEN 

The Launcher screen is displayed when you insert the Rd laCot^gterTS^Pon® 3 game disc into your 
GD-ROM drive. You can also display the Launcher screen by double-clicking on the StartMe.exe 
program on the CD-ROM game disc. 



READ INSTALL GUIDE - Opens the Install Guide that offers instructions for installing the game 
(after the game is installed, this is replaced by the PLAY button). 

INSTALL - Installs the FtollGfCjcasta'Ty=Don®3 CD-ROM game (after the game is installed, this is 
replaced by the REPAIR or UNINSTALL button). 

README - Displays the game’s ReadMe file. 

MANUAL -Opens the PDF file version of this game manual. If Acrobat Reader is not installed on 
your computer you will be prompted first to install it. 

ACROBAT READER- Installs Adobe® Acrobat Fteader version 5.0.5 (if Acrobat Ffeader 5.0.5 or 
newer is already installed, this button is grayed out). 

PHOTO STORY 3- Installs Miooeoft PhotD9jory3 fbrWirdoAs (If Photo9jory3 is already 
installed, this button is replaced by one that reads RUN PHOTO STORY 3.) Note: If your computer 
is not running on the Microsoft Windows XP operating system, this button is grayed out. 
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UPDATES Checks the Internet for any patches or other updates and if found, prompts you to 
download and install the update. An Internet connection and separate account is required for this 
feature to work properly. (If the game is not installed, this button is grayed out.) 

RCT3WEBRAGE - Opens your web browser to the F^lGrCoasberTvcoon® website. 

SAVING AND LOADING 

Save your progress at anytime by click on the SAVE button (found under the Tools and Options but- 
ton). When the SAVE dialog box appears, confirm the name of your save game and click the SAVE 
button. 



Load a previously saved game from the career screen by clicking on a scenario button and 
then on the LOAD button. When the LOAD dialog box appears, select a game from the list 
and then click the LOAD button. To load a saved game while playing, click the LOAD but- 
ton (found under the Files and Settings button) and follow the same steps. 


^ MAIN MENU 

Play 


Play a Sandbox game. Career game (classic scenario-based gameplay), custom scenario (a scenario 
you added) orTutorial scenarios. 

Tools 


Gives you access to the Peep Designer; Scenario Editor; Building Designer and Coaster Designer 

Options 

Adjust various game options and settings. You can also access the Game Options window while play- 
ing the game. 

Exit 


Quit F^lerCcastGrlvcoon® 3. 
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PLAY MENU 



Tutorial mode 

Gives you access to the lesson scenarios where you can master the various features before 
encountering them in a scenario. 

Career mode 

The classic l^latjoasterlSoDon® gameplay, where you face the challenges offered in scenarios. 



1. Saved Profile -When selected, the profile 
is highlighted with a blue outline. 

2. Thumbnail View - Provides a glimpse of 
the park in the selected profile. 


3 Scenario Completion Level - Shows 
the number of scenarios that have been 
completed at each difficulty setting. 

4. Profile Name - Click to edit. 
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5. Game Completion Level Percentage 8. Return to Previous Menu 

of the entire game that has been completed. 

9. Delete Profile - Delete selected pro- 

6. New Career - Create a new career file (cannot be undone). 

7. Load Career - Load the selected career 

Sandbox 

Load or start a new sandbox game, in which you can play without the constraints of time or money. 
See page 8 1 for information about where these files are stored. 

Custom Scenario 

Here is where you get to match your park building skills against the custom scenario designs of 
others, or even your own. See page 8 1 for information about where these files are stored. 

TOOLS MENU 



Peep Designer 

Allows you to customize peeps and create groups, such as couples, families or other small parties. 

Scenario Editor 

Create your own scenarios, which you can trade with your friends and other players. 


Buiiding Desi^ier 

Construct awesome castles, palaces, mansions and more with the Building Designer tool, then use 
them in your parks. 

Coaster Desi^ier 

Take your time and design your ultimate ride right. Any coaster you create can be added to your 
game or traded with other players. 

OPTIONS 


Game Options 





Game Settings 

• C urrency - Select your favorite currency. 

• Distance and Speed - Choose metric (kilometers, meters and kilograms) or imperial 
(miles, feet and pounds). 

• Temperature - Set to Celsius or Fahrenheit. 

• Game Volume - Slider adjusts the audio level of in-game sounds. 

• Music Vblume - Slider adjusts the audio level of in-game music. 

• GUI Volume - Slider adjusts the audio level of clicks and other game system sounds. 

• Import My Music - Allows you to use your .mp3, .wma and .wav files as soundtracks to 

rides and fireworks shows. Create a folder in the My Music folder (within the My Documents 
folder of your PC), and name it RCT3.Then, put your favorite music files there. When you 
click the song selection field in the attraction’s control panel, the game will look in the RCT3 
folder and include your song files in the list of songs that may be assigned to that ride. 
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Keyboard Bindings 

Click on an assigned keyboard shortcut and type a new key to change that shortcut setting. 

^ Graphic Settings 

(Note: When you first run F^leODasberTyron® 3, the game automatically sets these for 
optimum performance on your PC. Of course, you are free to change them but bear in mind 
when experimenting that higher graphical settings can degrade performance on some comput- 
ers. Use the 'reset defaults’ button to restore the auto-configured settings at any time.) 

• Screen Resolution - Click the drop-down list to select one of the four screen resolutions 
supported by the game. 

• Anti-Aliasing Quality - Open the drop-down list to select what level of anti-aliasing will 
be used. 

• 32-bit Color - Enable this checkbox to use high color graphics. 

• Full Screen - When checked, causes the game to run full-screen. 

• Detail Level and Draw Distance - Adjust the slider to set amount of detail that will be 
drawn as well as the draw distances for each item listed. 

• Blend - When checked, various blending techniques (such as shadow blending and texture 
blending) are employed to display your park in a more visually pleasing manner 

• CompressTe>Ctures- When checked, textures are compressed to save memory. This 
results in a barely discernable loss of visual quality. 

• Texturos-This slider controls the maximum level of detail for displaying textures. 

• Geometry Imposter Distance -The distance an object is from the camera before some 
3D objects will be replaced with 2D graphic. 


• VisibilityAlpha -This slider controls the level of translucency when the View Scenery, View 
Peeps or View Ride Supports option is turned off (see "View Options" on page 30). 

• Graphics Detail Button - (Button with tools-shaped icon) Click this icon to have the 
game auto-detect your hardware and adjust the graphical settings best suited for your system. 

• Bloom - When checked, the game uses advanced features of your video hardware (if 
present) to display certain objects with a flaring shine effect. This technology is not available 
on all video hardware. 

• Agyossive Z-Bias- When checked, the game uses advanced features of your video 
hardware (if present) to reduce flickering. Use at your own risk! 

Camera Settings 

Allows you to change how the game camera behaves, as well as the cameras carried by peeps 
and those used on rides. 

• AIIOwAII Photos- When checked, the peep group you created will take pictures of each 
other and save them to disc. These are stored in the My Pictures folder (within the My 
Documents folder of your PC). 

• Allow Photo Spot Photos- When checked, your peep group will take pictures of each 
other at the places where you inserted Photo Spot objects. These are saved to the My 
Pictures folder (within the My Documents folder of your PC). 

• Allow Rollercoaster Camera Photos- When checked, roller coaster camera points 
take pictures of your peep family and save them to the My Pictures folder (within the My 
Documents folder of your PC). 

• Auto Scroll - When checked, causes the screen to be nudged when the pointer touches 
the edge of the screen. 
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• Control Mod©- A drop-down list allows you to select from the following camera modes 
and settings: 

1 . Normal - Default camera for the game provides ease of use and flexibility 

2. Advanced - An alternate to Normal with slightly different button assignments. 

Camera Controls- A setting of 0, I or 2 changes the mouse buttons that control 
camera movements. 

1^^^ Scenery- When checked, the camera will rotate around a spot on the 
ground: when unchecked, the camera will rotate on a spot on the scenery. 

Focus on Screen Middle - When checked, the camera will rotate around a spot in 
the middle of the screen; when unchecked, the camera will rotate around the position 
of the mouse pointer 

3. Freelook- Camera controls designed to assist you in looking up. 

Sensitivity Flying - This setting determines how the camera moves in response to 
mouse movement: the higher the number the more sensitive the camera is to mouse 
movement. 

4. Isometric - Restricts movement of the camera to 90° angles (useful for veterans of 
RCr and RCT2 who want to experience FtollerCcastGrTyDoorP 3 in the same manner). 

Isometric Rotation Sensitivity -This setting determines how the camera moves in 
response to mouse movement while in isometric mode: the higher the number the 
more responsive the camera. 


Scenic Settings 

• 3D Trees and Plants- When checked, causes trees and plants to be displayed using 3D 
models. Uncheck this setting to cause trees and plants to be displayed with 2D "sprites.” 

• SimpleTerrainTextures- When checked, causes the game to use lower-detailed textures 
for the terrain to save on memory. 

• Use ReflectiveWater^ -When checked, causes water to reflect the surrounding 
environment 

• Reflect Back9X)und^ - When checked, causes the water to reflect the background. 

• Reflect Terrain* - When checked, causes the water to reflect the nearby terrain. 

• Reflect Scenery^ - When checked, causes the water to reflect nearby scenery 

• Reflect People -When checked, causes the water to reflect nearby peeps. 

• Clouds- When checked, clouds are displayed in the overhead sky. 

• Sky -When checked, the sky includes gradients, the sun, stars and the moon. 

• Back^Ound - When checked, a background far beyond the edges of the amusement 
park is displayed. 

• May not be present when F^lerODasta-TVcocn® 3 is played on some lower-end graphics cards. 
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CAREER MENU 


COMMON INTERFACE ELEMENTS 



1 U nlocked Scenarios 

2 Locked Scenarios 

3. Start Game - Play selected scenario from 
the beginning. 

4. Resume Game - Load the last saved game 
of this scenario. 

5. Load Game - Load any previously saved 
game of this scenario. 

6. Save Game - Save the current game (if a 
game is in progress). 


7 Scenario Description 

8 Screenshot of Selected Scenario 

9. Return to Game - Continue playing 
the current game (if a game is in 
progress). 

1 0 Return to the Main Menu 

I I . Quit Game - Exit RCT3 and return to 
Windows. 


Q/ Maps 

View Options 
Files and Options 
Exit 

9 ParkAdministration 

Ride Placement 
Shop and Facilities Placement 
Scenery Placement 
Paths Placement 
TerrainTools 
^ Delete 

You can manage any object in the park (shops, rides, peeps or scenery) by clicking on it. This reveals 
that object’s control panel, where you can view statistics and adjust settings. When you select an 
object in the park, its control panel appears in the lower-right corner of the screen. When you select 
an object from a list browser to place in the park, its construction panel will appear in the lower-left 
corner of the screen. 
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General 

Found on all control panels: 



1 . CIOS0- Closes the control panel and 
cancels any pending action with 

the item. 

2. Camera - Centers the screen on 
the object. 


3. Close-Up - Close-up view of the item; 
double-click to move the view so the 
selected object is in the center of 

the screen. 

4. Retract Panel - Hides the detail panel. 
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Coaster andTrack Ride Browser 

This toolbox is used for all track rides, including coasters, transport rides, auto rides and water rides. 
Ride Browser shows all of the different coaster types you may place in your park. Double-click a 
coaster type to see additional details. 



1. Build Custom Desi^i - Click to 
build a custom-designed coaster using the 
coaster construction toolbox. 

2. Build Sawed Ride— Opens the Track 
Browser where you can choose from a list 
of pre-designed track layouts. 


3. Expand /Contract All- Causes the 
list to expand to show the large 
thumbnail picture and object details 
OR contract to show a simple list. 

4. Fitter Type - Causes the list to include 
only the categories that are NOT 
grayed-out. Click to turn the filter 

on or off. 
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Attraction List Browser 

This toolbox is used for placing all shops, facilities and all non-track rides, including junior rides, thrill 
rides and gentle rides. 



Object Placement - Click to attach this 2. Theme Category- Click to filter the 
object to your pointer so you may place it list with this category. When the icon is 

in the park. grayed out, items from that category are 

removed from the list. 
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Shop/Ride/Scenery Construction Panel 

Found on construction panels for shops, rides and most scenery: 



1. Rotate -Turn the selected item 90° 
counter-clockwise 

2. Collapse— Hides the detail portion of 
control panel. 

3. Information - Expands the control panel 
to display details, statistics and settings for 
the object. 


4. Color - Displays the color options for 
that object. 

5. Conform Land -When clicked, and as 
you place an object in the park, causes 
the land around the object to flatten. 

6. Cut Land - When clicked, and as you 
place an object in the park, causes the 
land around the object to be cut. 
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Shop/Ride Control Panel 

Found on control panels for shops and rides: 



1. Open Indicator- Allows you to open 
or close the attraction. 

2. Inventory- Adjust price(s) and (for 
shops) the inventory selection. 

3. Statistics -View the sales history of the 
attraction. 


4. Close-Up - If the selected object is a 
ride, double-clicking on the close-up 
allows you to ride the ride. For all other 
objects, double-clicking centers the game 
screen on the object. 

5. Demolish - Deletes this object from 
the park and adds the resale price to 
your cash. 
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Ride Control Panel 

Found on control panels for rides: 


* 

?*rngino (f nu« ^ 

• k-- nil • ■' 
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1. Fence -Select the type of fence that will 4. Launch Condition - Adjust when the 

border the ride. ride will start the next cycle. 

2. Entrance - Select the type of entrance 5. Test Results -View the results of the 

that will be used. ride’s test run. 

3. Exit -Select the type of exit that will 6. CoasterCam - Click to ride this ride, 

be used. 
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Track Ride Construction Panei 

Found on control panels for track rides: 


Park Management Controi Panei 

Found on control panels for administration: 



I Construction Options- Expands tFie 
track options portion of the object 
control window, allowing you to build 
or change track pieces for the ride. 

2. Track Pieces - Shows the tracks you 
can place next. 

3. Lift -Adds or removes the chain drive 
for the highlighted track piece. 

4. Loading Station -Toggles whether or 
not a boarding station is added to the 
highlighted track piece. 

5. Block Brake - Toggles whether or not 
a block brake is added to the highlighted 
track piece. (For track rides with more 
than one train.) 

6. Strai^lt Brake -Toggles whether or not 
straight brakes are added to the highlighted 
track piece. (To reduce the speed of trains 
on a track ride.) 


7. PhotoTrigger -Toggles whether or 
not a photo trigger is added to the high- 
lighted track piece. 

8. Bank- Adjusts the banking options for 
the highlighted track piece. 

9. Remove - Removes the selected 
(or previous) track piece. 

1 0. AutOCOmplete - Automatically places 
the remaining tracks for the coaster 
being edited. After an autocomplete solu- 
tion is found, click the icon again to 
accept the autocomplete solution, or 
click on another track piece to cancel. 

1 1 . Hei^ markers - Click to turn the 
height markers on or off for this ride. 

1 2. SpecialTrackS - Shows what special 
tracks may be added next. This selection 
changes depending on what piece has 
last been placed. 



1 . Pin - Minimizes the current window or 
toolbox and pins it to the edge of 

the screen 

2. Scroll - Scrolls the list up and down. 


3. Sort - Sorts the list by the selected 
criteria. 

4. Dropdown - Causes a list to be 
displayed. 
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DASHBOARD 

The dashboard can be found at the top edge of the screen and gives you quick access to 
critical information. 
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Scenario Objectives - Click to reveal the 
scenario briefing and the goals you need to 
reach to complete the scenario.These are 
grouped by difficulty level, Apprentice (easy), 
Entrepreneur (hard) and Tycoon (expert). 
Indicates you are playing at 
Apprentice level 

a bdicates you are playing at 
Entrepreneur level 

Q Indicates you are playing at 
Tycoon level 

When you complete all of the Apprentice 
objectives, this indicator changes to the 
Entrepreneur icon. The Tycoon icon 
appears after the Entrepreneur objectives 
have been accomplished. A checkmark 
next to an objective indicates you have 
completed that objective. 


If a VIPeep objective is listed, click the 
Setup Route button to prepare for a visit 
from the VIPeep. 

See "Tycoon’s Guide for Hosting A 
VIPeep" for instructions on how to use 
the "Setup Route" feature. 

2. D^/Ni^ Settings - Allows you to 
restrict the game's time of day to Day, 
Night or Day and Night, giving you the 
ability to edit your park for a particular 
time of day (Present only in Sandbox 
mode and the Scenario Editor) 

3. Game-time Speed - Select the speed 
at which time runs: Paused, Normal, Fast 
or Speedy 

4. Cash - Shows your current cash levels. 
Double-click to open your Finances 
window. 

5. Park Attendance - Shows the total 
number of peeps in your park. 



6. Park Rating - Shows your park's current 
approval rating. Hold the pointer over this 
icon to see the numeric rating value and a 
breakdown of how this value was calculated. 
Note: The park rating is recalculated once 
per game week. 

7 Game Message Console - Important 
messages appear in this pull-down. You can 
even elect to have additional messages 
appear here, such as thoughts from 
various peeps. Click the open list to close 
it. Click the icon next to a message to move 
the camera to the item mentioned by the 
message. If a message is longer than the 
width of the console, hold the mouse cursor 
over the message to display the full text. 


8. Weathar - Shows current temperature 
and weather conditions. 

9. Date andTime -The present date 
and time. 

10. Tog^e Group Marker -Turns the 
peep group indicator on or off When 
on, the peep families you created with 
the Peep Designer will be labeled with 
bubbles, each containing the name of 
that peep. 

1 1 . Firevuorks Camera - Switch to 
camera ideal for viewing fireworks. 



MAPS 

Displays various thumbnail maps of your park as well as checkboxes to display or hide the 
location of assorted objects or peeps, the ownership status of land in and around the park, 
and the types of themed elements used. 
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VIEW OPTIONS 

These options allow you to display or hide various terrain indicators and park scenery as 
you build your park. 

Terrain Grid - Displays or hides a grid that reveals how the terrain undulates tile-by-tile. 

Terrain Contours - Displays or hides topographical contour lines. The difference in ele- 
vation between one contour line and the next is 2 meters (if you selected the “metric” 
setting in the game options panel) or about 2 yards (for the “imperial” setting). 

PaepS- Displays or grays out peeps. 

Supports - Displays or grays out the pilings for tracks and walkways. 


Rido Hei^lt - Displays or hides markers that show the height of your rides. 


Path Hei^lt - Displays or hides markers that show the height of your paths. 



Scenery- Displays or grays out scenery 
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FILES & OPTIONS 

Allows you to load or save games and gives you access to various options and settings. 

About - Displays the About box, showing version number legal notice and game credits. 


Game Options- Displays the Game Options control panel. See “Options” on 
page I 3 for details. 


Game - Saves your current progress. In the Save Game dialog box, click on the 
game-name field and type in a name of your choosing, and then click the Save button. If the 
name you typed is the same as one already saved, the game will ask you if you want to 
overwrite it. 

(^^ Load Game - Opens a dialog box where you may load a previously saved game. 

, Return to Career Screen - Exits your current game and returns to the Career Screen, 
where you may play any of the other unlocked scenarios. Note: Save your game before 
returning to the Career Screen, or your progress will be lost. 

© PARK ADMIN 1ST RATION 

The Administration tools give you access to financial and staff management. There are seven 
buttons that appear when you click on the Park Administration button. 

Park Operations Finances Otjectives 
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1 . Park Name -The name of your amusement 
park; click to edit 

2. Park Status - Shows if the park is open 
or closed: click to change. 

3 Center on Park Entrance - Click to 
center the view on the park entrance. 

4 Park Detail 

5. Entrance Fee - Shows the current 
entrance fee; click the up or down arrows 
to change the price. In some scenarios, 
the entrance fee cannot be adjusted. 

6. Land Management -These buttons allow 
you to buy land or the construction rights to 
land. You must own land before you can build 
on it or shape the terrain. 
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Construction rights may be leased if you 
only want to place track pieces over the 
land. Land-ownership status is indicated 
by the following grids: 

• Outlined Blue Grid - Land 
you own. 

• Land with For Sale Si^s - 

Land you may purchase. 

• Dashed Blue Grid - Land for 
which you have construction rights. 

• Land with Barricade Si^is - 

Land construction rights you may 
lease. 

• Land with No Grid - Land you 
may never own. 

• Solid Blue Grid - Land that you 
may own or lease after you meet a 
scenario objective. 



Purchase Land - Drag the mouse button over the outlined blue grid to purchase it. 
When finished, click the Purchase Land button again. 



Construction Ri^ltS Easement - Drag the mouse button over the outlined yellow 
grid to lease it When finished, click the Construction Rights Easement button again. 


Land Selection Brush Size -The size of the brush for selecting land. Enlarge the 
brush size by place the mouse over the brush size button and dragging the mouse button 
to the right Reduce the brush size by dragging the mouse button to the left. 


Graphs and Stats 

Click on a checkbox at the bottom to display the relative data in the line graph. The labels 
at the left edge of the graph change to match the box you last checked. 
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Marketing 

The top half of the window lists marketing campaigns that you are currently running. To start a new 
marketing campaign, click on one of the three buttons in the lower half of the window 



• Coupon for Fro© Rido - Choose a ride and have tickets for free admission to the ride 
inserted in major newspapers or magazines for a number of weeks. This will increase park 
attendance. 

• Ad Campai^ for Park - Buy advertising in major magazines and newspapers and see the 
profits rise as more guests flock to your park 

• VDUChersfor Free Park Admission - Prepare for droves of peeps as free admission to 
the park is offered to readers of the major newspapers and magazines you’ve selected. 

After setting the options, click Start This Marketing Campaign and the cost of the campaign will be 

deducted from your cash. 

Awards 

Shows the awards your park has won. 
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Fireworks 

Open this window to set up your fireworks displays using the Fireworks MixMaster™. See the 
section “Tycoon’s Guide for Creating a Fireworks Show’’ for instructions on how to use the 
Fireworks MixMaster™. 



1 . Open Fireworks MixMaster Editor - 

Opens the current show in the Fireworks 
MixMaster show editor 

2. Load a Show - Opens the Load Fireworks 
dialog box, where you may add a fireworks 
show to your park. 


3. Fireworks Displ^ - Opens the 
Fireworks MixMaster show list, where 
you may create a new show, save the 
show currently being edited, and change 
the time the show is launched and the 
months in which it plays. 

4. Fireworks - Opens a window 
containing a selection of of fireworks 
bases that you may add to your park. 
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Financial Management 

See a summary of your park’s net worth broken down into various categories. 



1. ParkValue - Current value of the land 3. CompanyValue -Value of the land, 

and the amusement park. the amusement park and the cash 

on hand. 

2. Cash -Total cash on hand. 

4. Outstanding Loan -Amount of debt 
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Monthly Summary 

This window shows monthly summaries in a variety of categories for the past five months. 



Graphs and Stats 

Click on a checkbox at the bottom to display the relative data in the line graph. Not©: The labels 
along the left edge of the graph change to the most recently clicked category 
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staff 

vThis window lets you examine the activities of all of your staff members and hire new ones. 



1 . Sort - Reorder the list by Job, Employee 
Name, Patrol Area, Tasks, Uniform Type, 

Wage, Current Activity, Happiness, Warnings 
issued to Employee, Training level, Start 
Date, Laziness. 

2. Employee Name - Click to edit the name. 

3 View Employee Location - Click to center 
the view on that employee. 

4. Assi^iedTask - jobs that are assigned 
this employee. Click to unassign. 

5. Unassi^iedTask- jobs the employee 
do but is not currently assigned. Click to 
assign the task to the employee. 


6. Edit Patrol Area - Define the area the 
employee will work. Click this icon and 
drag the mouse button over the area of 
the park to set patrol area. The 
employee’s patrol area will show up as a 
blue grid. Drag the mouse button on the 
blue grid to erase it from the employee's 
patrol area. 

Employee's C urrent Activity 
Employee's Start Date 

WeeklyWage - Click the arrow but- 
tons to change. 


1 0. Training Level - Click the training icon 
to change (the cost of training is 
removed from your cash). 


7. 

8 . 

can 


I I. Uniform Top- Click to change. 

12. Uniform Bottom — Click to change. 

1 3. Happiness Level 

1 4. Warn or Fire Employee 

1 5. Happiness Level - Increase training or 
pay to raise happiness. 

16 Hire Staff- Click on an icon to hire a 
new staff member Icons from left to 
right are: janitor; Mechanic, Security Guard 
and Entertainer 


17 Show Staff- Click on an icon to dis- 
play staff members in the central list. 
Icons from left to right are: janitors. 
Mechanics, Security Guards, Entertainers, 
Shop Vendors and Park Inspector Note: 
By default, vendors are not displayed. 

1 8. Expand Staff Panels - Click on the 
[+] icon to show expanded staff informa- 
tion in the list. Click on the [-] icon to 
show abbreviated staff information 
in the list. 


Scenario Objectives 

Performs the same function as the Objectives button found in the Dashboard. See the Dashboard 
section on page 28. 

Research 

The list shows categories that you can research. Click on the arrows to set the amount of money 
you wish to spend on research. Move sliders to adjust how much of the total research budget that 
category will receive. Research must be conducted to gain new Rides, Shops, Extras for Shops, and 
Scenery Items. When research is complete, the message console will notify you that a new item may 
be purchased for your park. When all the research of a particular category is completed, your 
research funds will be automatically redistributed among the other categories. When all possible 
items have been researched, funding will stop. Keep in mind, not every scenario contains the same 
items available to research. 
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John Wardley: Research/Technology 

Where do ideas for new coaster technologes 
come from and what type of new technologes 
can we exp^ to see? 

We are constantly scanning all industries (particularly the aerospace industry) for new 
technology that we can apply to roller coasters. New methods of propulsion, such as linear 
induction motors (LIMs), linear synchronous motors (LSMs) and pressurized fluidics are 
making considerable in-roads into coaster design at the present. In addition, new 
plastic materials for applications in coaster wheels and bearings are also under test. 


Attractions Management 



The Attractions Management window gives you summary information about all the rides, shops and 
facilities in your park. Click on one of the icons at the top of the window to switch between Rides, 
Shops and Facilities. 
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To sort the listed attractions by name, click on the Name button. The button on the right lets you 
sort the listed attractions by a number of other criteria. To change the sort criteria, click on the drop- 
down menu on the right. Click on the button below it to re-sort. 

Click on an attraction to open its individual control panel. 


RIDES 

This button opens a section of buttons allowing you to select and place rides in the park 


Roller 

Coasters 



Junior 

Rides 




Water 

Rides 


Gentle 

Rides 


Transport 

Rides 


Clicking one of these buttons opens a list browser that shows the rides for that category that you 
can place in your park. Not all rides are available for all scenarios. You may add other rides to a list 
browser after you’ve completed some research. 



GUESTS 

Use the Guests dialog box to see lists of Individual Guests, or lists of Guest Summarized 
Details. You may sort each of these lists by “thoughts” or “status.” 


41 





SHOPS 

Clicking on this button reveals a list browser with a vast selection of shops and facilities you 
may add to your park. Not all shops are available for all scenarios. You can increase the 
variety of shop inventory or add new shops to the list browser after you've completed 
some research. 

SCENERY 

Click to display all the scenery that can be placed in your amusement park. Scenery is 
organized in the following categories. Many scenery items are also sorted by theme 
(Generic, Spooky, Sci-fi, Adventure, Western). 

Each of these buttons opens a toolbox that contains all of the selections in that category 
that are available for decorating your park. Not all scenery items are available in all scenar- 
ios, and some scenery items will be added to the toolboxes after you've researched them. 


Trees and Plants 


Walls and Roofs- See "Designing and Constructing Buildings" on page 95 for tips on 
custom structures. 


■ i Path Extras - Lamps, benches, trash bins 


PropGy Statues 
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Ride Events - Animated elements triggered by track rides. To use a Ride Event, click in the 
toolbox on an element and place it next to the track of a coaster or other track ride. 

Next, click the trigger-point button in that ride event’s control panel. Notice one of the track 
pieces near the ride event is highlighted; this is where the ride must be before the ride 
event will animate. To change which track piece triggers the ride event, click the trigger-point 
button in that ride event's control panel and move the pointer over the track where you 
want the trigger to occur - when the track piece turns blue, click on the track. 

FiraworkS- All the fireworks launch points may be found here (see page 35). 


% PATHS 

Click to display the kinds of paths that can be placed in your amusement park. Paths are 
organized into walkways and queues and are further organized by path texture, ramps, stairs 
and platforms. 

After you select the path button, the path building construction panel, where you may either 
draw or build footpaths. Path "drawing" works much like that of Rdletjoasberiyron® 2. Path 
"toolbox" mode uses a similar interface used for building track rides. Both methods of 
placing pathways are fully described in the section, "Tycoon’s Guide to Creating Paths" 
on page 89. 


^TERRAIN TOOLS 



This section of tools gives you the ability to shape terrain, to prepare land for rides and scenery, to 
change the texture of the ground cover and to place bodies of water In many cases, the pointer 
will change shape to match the function you are performing. 
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Terrain Brush Si^ - Changes the "brush" size used for painting new textures on the 
terrain, or the size of the area affected when altering landscape. To change the brush size, 
click on the up and down arrows. 

Terrain ShapingToolS - Several tools can be found here for changing how the terrain 
is shaped. 

TvueakTerrainTools 

Each of the tools in this section works pretty much the same way; first make sure the tool is 
the size you want, next position the pointer on the terrain you want to affect, and then drag 
the mouse button up or down. When brush size is one square, you may also adjust the edge 
or corner of a terrain tile by dragging the mouse button up or down over the tile’s edge 


Freeform Corner-Pulling -A tool for raising or lowering a highlighted grid area. 


Snap CornersTo Nei^boring Corners - Helps smooth the terrain that you previ- 
ously shaped with the freeform corner-pulling tool. 


Corner Snapping to Scenery - Raises or lowers a highlighted area of terrain so that it 
snaps to the height of scenery found in the grid. 

Corner Snapping to Coasters - Raises or lowers a highlighted area of terrain so it 
snaps to the height of ride entrances found in the grid. 


Terrain-Editing Mode 
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Spr^ Raises or lowers the terrain more and more the longer you hold down the 
mouse button. Change the speed at which spray mode affects terrain by clicking on the 
arrows to change the value. 




Pulling - Raises or lowers the terrain as you hold down the mouse button and drag the 
pointer up and down. 

Smooth Terrain 

A toolset for smoothing terrain for various situations. 

Remov0 C liffis - Drag the mouse button over the area around cube-shaped edges to 
make the terrain flow smoothly. 

C reate C liffis - Drag the mouse button over a hilly area to make it terraced with 
cube-shaped edges. 

Flatten Terrain - Drag the mouse button over undulating terrain to flatten it to the 
height where you first began dragging. 

Flatten for Scenery and Rides - Drag the mouse button over an area of terrain to 
make it suitable for paths, scenery or rides. The terrain is flattened to a height where you 
first began dragging. This is particularly important if you plan to build elevators, ramps or 
stairs to or from this area. 

Flatten Dynamically- Drag the mouse button over terrain to flatten an area to the 
height of the grid square under the mouse pointer 

Averager - Drag the mouse button over terrain to make its shape more moderate 
between extremes found in the area. 
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Lower TerrainTools 

Trou^ - Drag the mouse button over terrain to lower it to a narrow and shallow trough. 


Z ' C rater - Drag the mouse button over terrain to lower it to a crater-sized depression with 
sloping edges. 

I ■ Canyon - Drag the mouse button over terrain to lower it to a deep and wide depression 
with steep edges. 

i/fV RaiseTerrainTools 


Hill -Drag the mouse button over terrain to raise it with rounded peaks and slopes. 


Mountain - Drag the mouse button over terrain to raise it, producing sharp peaks. 


Drag the mouse button over terrain to raise it with a flat top. 

Ridys- Drag the mouse button over terrain to create a raised formation with a 
rounded top. 




TeirainTexture- Opens the toolbox to give you a selection of textures to paint the ter- 
rain or the exposed surfaces of cliffs (or raised cubic-shaped areas). 
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Wator - With this button enabled, simply click on the land anywhere in your park to add 
water The level of the water will be the same as the part of the land where you clicked. 
Remove water by clicking on it again. 


DELETE OBJECTS 

Allows you remove scenery and structures from the park. 



OnG-Click DeletG - Causes clicking to delete one item at a time. If you click on a ride, 
shop or facility, the game will prompt you to confirm its deletion. 



Area Select - Allows you to mark an entire area for demolition by dragging the mouse 
button over it. Only scenery and structures are deleted with this tool. 


Note: Rides, attractions, shops and facilities can only be removed by clicking on that element to 
open its control panel and clicking on the Demolish button found there or by using the One-Click 
Delete button. 
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CONTROL PANELS 

In this section are the descriptions of all the control panels for each element that may be placed in 
your park. 

Rides 



1 . 

Graphs 

8. 

Test Results 

2. 

Maintenance 

9. 

Ride Operating Mode 

3. 

Ride Details 

10 . 

Construction 

4. 

Finances 

1 1 . 

Customers 

5. 

Guest Opinions 

12 . 

C lose Ride Control Panel 

6. 

Ride Vehicles 

13. 

Ride C lose-up 


7. Ride Status Click to select Open, Test Each of these panels is described on the 
or Close. following pages. 


Ride Details Panel 


P oundaboitT] f^Nonxjcr ^ 

Z toll'd 
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1 . Name - Click to edit. 

2. Music - Click to show a list of available 
music (entries from game music directory 
and the Windows® My Music directory 
found in My Documents), click on a 
song to assign it to the ride. 

3. CoasterCam'" - Click to ride the ride. 

4. C hoose Exit - Click to choose the 
ride’s exit. 

5. C hoose Entrance - Click to choose 
the ride’s entrance. 


6. Color Details - Click to change the 
colors of various parts of the ride 

7. C hoose Fence - Click to choose what 
fence will surround the ride. 

8. Demolish - Click to remove the 
entire ride. 

9. View- Click to center the view on 
the ride. 
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Ride FinatKS Panel 


Ride Vehicles Panel 



1 . Admission Price - Click the arrows 
to adjust. Note: Some scenarios do not 
permit ticket prices to be adjusted. 

2. Projected Hourly Income Shows 
potential income per real-world hour 

3. Hourly Costs - Shows cost per real- 
world hour 


4. Projected Profit - Shows projected 
profit per real-world hour 

5. Lifetime Profit 


1 . Color Selector for Beam 6 . 

2. Color Selector for Supports 

3. Color Selector forTrack ^ 

8 . 

4. Ride Capacity 

9. 

5. RecolorTrackto a Sin^e Color Reset 
all track color choices to a single color 

RideTest Results Panel 


Car Type - Allows the user to select 
the design of the ride's car 

Color Selector for Car Exterior 
Color Selector for CarTrim 
Color Selector for Seats 



I. Test Results Category- Click arrow to 2. Rating Results List - Shows rating 
select Basic or Advanced (not available categories for the ride (these values 

on all rides). remain blank if the ride has not 

undergone testing). 
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Ride Operating Mode 

Shows the conditions that must be satisfied before the ride will launch. 



Maximum WaitingTime - When 
checked, causes the ride to launch 
without regard to the ride load. 
Adjust the waiting time by clicking 
the arrows. 

2. Minimum WaitingTime -When checked, 
causes the ride to wait before checking if the 
ride-load conditions have been met. Adjust the 
waiting time by clicking the arrows. 

CoasterCam" Controls 


Wait For setting - Click arrow to adjust. 3. 
Shows how much of the ride must be 
loaded before it will launch (this setting will 
be overridden if you select a minimum or 
maximum waiting time). 





Double-click in the ride's thumbnail picture located in the ride’s control panel to activate the 
CoasterCam. While you are riding a coaster or other attraction, you will see controls for the 
CoasterCam appear in the lower-right corner of the screen. These buttons allow you to move the 
camera from the hood of the ride to a position near the head of a peep or to any of the other 
positions on that ride. Click the arrow buttons to switch to another coaster! If you want to keep 
the buttons on the screen, click the “tack" icon. 
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Shops and Facilities 



1. Shop Close-up 

2. Shop Control panel 

3. Shop Finances panel 

4. Shop Opinion panel 

5. Shop Inventory Selection panel 


6. Shop Status - Click to select Open 
or Close. 

7. Shop Inventory Sales panel 

8. C lose Shop Management interlace 

This also deselects the shop. 


Shop Opinion Panei 

Open this pane! to see a list of peeps’ recent thoughts about the shop. 


I wish thtrt WM mort c« 
i SfMil 

I w«$h ttwr« we<B largor ssr«r>.3 ;«;«£ 
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Shop Control Panel 



Demolish - Click to remove the 
entire ride. 

View - Click to center the view on 
the ride. 


Shop Finances Panel 


OlriiiarM. 



1 . Name - Click to edit. 

2. Shop Status 


3. Hourly Profit 

Hourly Income - Shows income in 

real-world hours. 4. Lifetime Profit 


2. Hourly Costs 


Shop Inventory Panel 

Open this panel to see a list of inventory sold by the shop. Drag an icon to the list to add it to sales 
inventory. Drag an item from the list to the trash can to delete it from inventory 



I. Inventory items 2 Price of each inventory item 

Shop Inventory Extra Panel 

Shows what extras can be added to your inventory. 



I . Type of Extra 


2. Quantity of Extra 
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PEEPS (STAFF^VIPSAND GUESTS) 


To open a peep control panel for a guest or staff member, click on that character In the park. 


1 . Peep C lose-up 

2. Peep Control panel 


6 . Peep Status panel 

7. Peep Cash panel 


Thou^s panel 


Peep's Group panel 


Ride History panel 
Pockets panel 


Each of these panels Is described on the 
following pages. 
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Peep Control Panel 



1 . Peep Name - Click to edit 

2. Current Peep Activity 

3. Pick U p Peep - Click to grab the peep 
then move the mouse and click again to 
drop the peep. 

PeepThou^its Panel 

This panel lists the selected peep’s most recent thoughts. 



4 Monitor PeepThou^s - Click to 
send this peep’s thoughts to the 
dashboard’s message pull-down. 
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Peep Ride History Panei 

Open this panel to view a list of this peep's recently visited rides and attractions, as well as his or her 
favorite ride. 



Peep Pockets Panei 

This panel shows a list of items that the peep is carrying. 


Mead NothtnO 

Hand Noting 
Hand: NotNng 

Loft Pocket. Nothing 
Pght Pockot: Nothing 
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Peep Status Panel 



EoefQt. 

Hunger 

7riif«t 

NeuMa: 

Toilet: 


I. List of status categories 4 Duration in the park 

2 Status ratings for each category 5 . Nausea tolerance 

3. Ride intensity preference 

Peep Cash Panel 

This panel shows how much money the peep has spent on various items, as well as the amount of 
cash he or she has left. 
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Peep's Group Panel 




1. Group Names- Click on a name to switch 3. Peep G roup Leader 

to that peep. 

2. Gender and Age 

Scenery Management 



1 . Delete Item 5. Name - Click to edit.* 

2. Collapse Control Panel* 6. Properties Status or Options* 

3. Open Control Panel* * Not on all scenery items. 

4. Color Options* 
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COASTER BUILDINGTOOLBOX 

Coaster Information Panel 


Click on the ride name to edit it. To change the ride’s music, click on the music button. Click on the 
arrow to close the Coaster Information panel. 



1 . Coaster Information Panel 

2. Rotate -Turn the selected coaster 
or track piece 90° counter-clockwise. 

3 Construction Panel 


4 Ride Status - Click to change to 
Closed, Test or Open. 

5. Color Options - Recolor currently 
selected track pieces. 
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Coaster Track Pieces 



1. Curved Tracks* 

2. Track Inclines and Drops* 

3. Toggle Pull C hain or Launcher* 

(straight flat and inclined pieces only). 

4. Toggle Loading Station* 

(straight flat pieces only). 

5. Toggle Block Brakes* 

(straight flat pieces only). 

6 . Toggle Strain Brakes* 

(straight flat pieces only). 


7. CameraTrigger* 

(straight flat pieces only). 

8. Adjust BankAn^e* 

9. AutoComplete - Click to finish 
construction of the coaster automatically. 

10. Delete- Click to delete selected 
track piece. 

1 1. Hei^ Indicators- Click to toggle 
display of track piece height indicators. 

1 2. SpeciattyTracks - Specialty track 
options vary from coaster to coaster and 
are available only in conjunction w\t\i 
certain track pieces. 

* Pieces that are grayed out cannot be added. 
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FIREWORKS MIXMASTER 

The following section outlines the Fireworks MixMaster” building interface. (See “Creating Fireworks 
Shows” on page 96 for more information.) 



1 . Music Selector Panel 6 . Zoom in time scale 

2. Firevuorks tracks 7. Zoom out time scale 

3. Pl^ the fireworks show 8 Timesc^e 

4. Pause pl^/back 9 Collapse Fireworks MixMaster" 

5. Stop playback and rewind 
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PEEP GROUP EDITOR 



1 . Peep 9 %)up name - Click arrow to 
reveal list of all peep groups. 

2. Add new 9 x>up 

3. Delete current group 

4. Save current 9 'oup 

5. Member List - Click on a peep name 
to highlight, double-click to change 
peep name. 


6 . Gender and Age 

7. Group Leader 

8. Add-a-Peep panel 

9. Delete hi^li^ed peep 

1 0. Peep Designer panel 

I I . Select Leader - Click to designate 
highlighted peep as group leader 
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Peep Desi^ier 


1. 

2 . 

3. 

4. 

5. 

6 . 

7. 

8 . 



C urrent Look 

Gender and Age Selector 

Peep Name - Click to edit 

Body and HairType Click arrows to 
cycle through options. 

Body and Hair Color Click arrows to 
cycle through options. 

Add Head Accessory Check to add 
(not available for every selection). 

U pper C lothingType Click arrows to 
cycle through options. 


9. Add Body Accessory Check to add 
(not available for every selection). 

1 0. Lower C lothingType Cl ick arrows 
to cycle through options. 

1 1 . Lower C lothing Color Click arrows 
to cycle through options. 

1 2. Add Lower Body Accessory 

Check to add (not available for 
every selection). 

1 3. Ride Intensity Preference Click 
arrow to select intensity preference. 

14. Randomize Appearance 


Upper Clothing Color Click arrows to ,5 Return to Peep Group Page 

cycle through options. 
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SCENARIO EDITOR 



I. Inventions and Research Panel 6. Objectives Panel 

2 Park Land Panel 7 Save/Load Panel 

3. Financial Options Panel 8. Exit Scenario Editor 

4. Guest Settings Panel 

5 Other Park Options Panel 
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Indentions and Research Panel 



1 . Excluded Items Column Items that 5. 
will not be available in this scenario. 

6 . 

2. Researchable Items Column Items 
that will be researched in this scenario. 

7. 

3. Available Items C olumn Items that 
are available in this scenario. 

8 . 

4. Highlighted Item - Click to select. 

Press the CTRL key and click to highlight 
multiple items. Press the SHIFT key and click 
to highlight a list. 


Close-Up - Close-up of selected item. 

Add Button - Click to move selected 
items to this column. 

Category List Filters- Click to show 
or hide items from each category 

Theme List Filters - Click to show or 
hide items from each theme. 
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Financial Options Panel 


Park Land Panel 



1 . Scenario Name - Click to edit. 

2. OpeiVCIOSed - Start scenario with park 
open or closed. 

3. Land at Start - Select land owned by 
the park at start (blue outline grid). 

4. Land Available - Select land that may 
be purchased (For Sale signs). 

5. Lease Only Land - Select land that may 
be leased for construction rights 
(barricade signs). 

6. UnarailaWe Land- Select land that may 
never be owned (no grid). 


7 Starting Entrance Fee 

8. Leased Land - Select land for which 
the construction rights have already 
been leased. 

9 Park Hours- Click to edit the opening 
and closing times. 

10. Land Prices- Click to edit the cost 
per square. 

I I . Unlockable Land - Land available 
after an objective has been completed. 


The park entrance and guest spawn-point can be found under the scenery selections. Create a path 
before placing the entrance or spawn point and then put these on the path. 



1. Starting Loan Amount- Click arrows 
to adjust. 

2. Loan Interest Rate - Click arrows 
to adjust. 

3 Starting Cash or Debt - Click arrows 
to adjust. 

4 Starting Entrance Fee - Click arrows 
to adjust. 

5 Starting ParkValue 

6 . Starting Company Value 


7. I^iore Money - Check to set money 
as being ignored. 

8. Fixed Entry Fee - Check to set the 
entrance fee to a fixed fee so it may not 
be adjusted by the player 

9. Rides Free - Check to set all rides to 
be free so they may not be adjusted by 
the player 

1 0. Maximum Loan - Click to adjust the 
highest amount the player may borrow. 
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Guest Settings Panel 


Other Park Options Panel 


2 . 

3. 

4. 


f * ^ 

r * 

1 Park Ooerations 


Park Operations 

1 ^ 



1 ^ H 

O Aver age c*sh per guest £50 .00 

r« 

0 Forbid markatng campa^^ 

Qinioal happiness 

50% 

n 

LJ 

. Forbid tree removal 

0tncial hur>get 

0% 

n 

LJ 

0: ; Forbid tar>dscaping 

lal thirst 

0% 


O Forbid high const ructior^ 

^Trefarrad ride rCensity 

50% 

C3 

ca 

HtQher ratmg difficuRy ^ 

^Guast osneration rata 

100% 




Average Cash Per Guest- Click up or 5 
down arrows to adjust. 

Initial Peep Happiness- Click up or 
down arrows to adjust. 6. 

Initial Peep Hunger - Click up or 
down arrows to adjust. 

Initial PeepThirst - Click up or 
down arrows to adjust. 


Initial Peep Ride Intensity 
PreferenceAverage - Click up or 
down arrows to adjust. 

Default Guest Generation Rate - 

Click up or down arrows to adjust (park 
price and marketing campaigns also affect 
generation rate). 


1 . Forbid Marketing - Check to forbid the 
user from using marketing campaigns. 

2. ForbidTree Removal - Check to forbid 
the user from removing trees. 

3. ForbidTerrain Adjustment - Check to 
forbid the user from adjusting terrain. 


4 ForbidTall Buildings - Check to 
forbid the user from building above 
50 meters (or yards). 

5. Rating Difficulty - Check to make 
it more difficult to achieve a high 
park rating. 


70 


71 




Objectives Panel 


Save Panel 



1. Difficulty L€VBI - Click to select which 
difficulty level is being edited. 

2. Select Objective - Choose an objective 
for the currently selected difficulty level. 

3. Reward - Choose a reward from the 

list for the currently selected difficulty level. 

4 Change Objective Settings- Details for 
the selected objective appear here. Adjust 
the settings of the selected objective. 


5. BriefingText - Type a briefing for your 
scenario here. 

6. Objective List - Shows list of 
objectives already selected for this 
difficulty level. 

7 Delete Selected Objective 

8. Scenario Name - Enter the name for 
your scenario. 



1 . Scenario List - List of scenarios that 
can be loaded; click to highlight. 

2. Scenario Name - Name of scenario 
currently being edited: click to edit. 

3. Save - Save scenario currently being edited. 


4. Cancel - Return to Scenario Editor 

5. Delete Hi^lighted Scenario 
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A TYCOON'S GUIDETO ... 

MANAGING A PARK 

As you strive to meet the objectives in each scenario, there are some basics that you must master 
no matter what you are trying to achieve. Fortunately the basics of effectively managing a 
F^laiZbastiGrTyDoorf 3 park are pretty straightfonA/ard. 

Attract Visitors With Marketing 

Most scenarios begin with visitors (or peeps) already in the park. But it’s always good to attract 
more. Within the Budget & Finances dialog box, you’ll find a section devoted to Marketing. You can 
target each marketing campaign toward various age groups, just make sure your park can handle the 
crowds, or the peeps are likely to leave unsatisfied. Note: Different marketing campaigns attract 
peeps with different ride preferences. 


John Wardley: Desi^i 

What sort of tests must a coaster desi^ pass before it can 
move from paper to park? 

As well as the design calculations being checked throughout the design process, the actual 
fabrication is constantly monitored by independent inspectors in the fabrication factories, 
to ensure that the welding and componentry conforms to the specifications set out in 
the design. Throughout the erection on site, the installation is constantly checked, 
and many tests are carried out during the commissioning process using instrumentation 
to monitor performance under loads considerably higher than those which would be 
imposed on the structures during normal operation. 


Pleasing the Peeps 

Once you have peeps in the park, you'll want to keep them there and give them a reason to spend 
money. Here are some strategies: 



CoordinatingThemed Decx>r 

When you build an area of your amusement park, make sure the surrounding area is part of the 
same theme; Spooky plants go with Spooky buildings: Western lamps go with Western benches, 
and so on. 

Clean and Secure 

Peeps hate messy paths, so make sure you have enough janitors and trash bins. Breakdowns also 
drive peeps away, so hire enough mechanics and assign them the task of inspecting as well as 
repairing attractions. Employ enough security to keep the vandals and litter in check. 
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Build WhatThe PeepsWant 

You can check the opinions of individual peeps and even what they think of individual attractions. 

You can see what the guests think of your rides by opening the Attraction Management dialog box 
and sorting the lists by popularity, favorites and satisfaction. This will give you a good idea what the 
peeps think of objects in your park Also check out the guest button found under the park manage- 
ment buttons to see all the thoughts of guests in your park. 

Once you’ve sampled the peep's opinions, install only the rides or attractions you know the peeps 
want It’s always good to have a variety of rides that appeal to peeps with varying preferences. And 
don’t forget — peeps LOVE fireworks! 

It also goes without saying that your park should have plenty of toilets and food and drink shops. You 
should also install cash machines here and there. If peeps really like your park, they’ll pull more funds 
from the cash machines after they've spent all their pocket money 
See the ReadMe file for FAQs regarding peep behavior 



Sufficient Staffing 

janitors keep the park clean. Mechanics inspect and fix rides. Security Guards keep mischief at a 
minimum, and Entertainers attract and amuse peeps. Hire too many employees, and you may not be 
able pay them. Hire too few, and some areas of your park may fall into disrepair Also consider 
investing in training to make your staff better at their jobs. 



John Wardley: Maintenance 

W ho takes care of a coaster once it's up and what 
does a coaster cost to maintain? 

The park's maintenance and operations crews are trained by the manufacturers in 
operating and maintaining the ride, and detailed manuals are provided to document 
all aspects of this. Coasters require daily checks and maintenance, which costs 
the park many hundreds of thousands of dollars a year But this ensures that the 
coaster will operate safely and reliably during the operating periods. 
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Manage Finances and Generate Profits 

RCO contains plenty of tools to help you manage your finances, including access to loans and the 
ability to sell objects if you need to raise cash. You should regularly consult the graphs and monthly 
summaries to detect any trends early. 

Also, be aware that time-of-day and time-of-year has an effect on what is in demand. Tinker with staff 
salaries, shop prices and the variety of inventory you sell. Stay aware of all your running costs and be 
ready to take steps to stop recurring losses. 

BECOMING ATYCOON 

Scenarios 

Each scenario has three sets of objectives; Apprentice (easy), Entrepreneur (hard) and Tycoon 
(expert). Each objective has its own reward, such as a cash bonus, reduced loan interest, real estate 
opportunities, new rides, and so on. 

F^loCbastiGrTyDocn® 3 offers 1 8 scenarios for you to test your tycoon skills. Six scenarios are 
unlocked at the beginning of the game. As you solve a scenario’s Apprentice objectives, one of the 
locked scenarios on the Career screen will be unlocked. In addition. Scenario 17 can only be 
unlocked after you’ve solved the first sixteen scenarios’ Entrepreneur objectives and Scenario 1 8 only 
after you solve all the other scenarios’Tycoon objectives. 

Your progress is saved with your career settings, so when you load a career from the main menu, you 
can see your overall performance summarized there. 
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Park Inspector 

If you've already played F^latZbasto-lynoorP 3 a bit, you may have noticed park inspector, Mr 
jobsworth, roving the park. He’s there to help you with many of the details or give you hints, such 
as informing you that peeps cannot get to a ride you've built or letting you know your employees 
are slacking off Mr jobsworth's messages appear in the message console. 



Av\rards 


Awards are granted when you maintain certain standards, such as park safety, family friendliness, 
beautification, thrill factor sales goals or employee satisfaction. In most cases, the awards are 
accompanied by a cash bonus or other reward. 

Park Rating 

Your present park rating is the average evaluation given by all the peeps who have visited your park. 
Some scenario objectives require you to maintain a certain park rating for a certain number of 
months. But in all cases, a positive park rating creates good word-of-mouth and generates higher 
park attendance. Park rating is also shown on one of the financial graphs, so you can track your 
progress over time. 
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Key Strateges 

Generate a positive cash flow as soon as possible 

Evaluate everything in your park right from the beginning and make sure it is open and can generate 
income. Assign janitors to high traffic areas and put trash bins throughout the park. Give mechanics a 
patrol area that includes rides or attractions that may already be broken down — and make sure 
mechanics also inspect attractions. And don't be afraid to sell what you don’t need. 

Make sure the basics are covered 

Be sure to offer your guests the necessities: food, drink and (of course) toilets. Moderately thrilling 
attractions appeal to a wider group of peeps. Your park may also be rewarded for good use of shade 
trees (for arid climates) and shelter (for rainy climates). Plants and entertainers boost the spirits. 
Adequate lighting is a must to satisfy nighttime visitors. 



Don't do too much too soon 

Take your time! Building an amusement park is like caring for a house plant. A little trimming here. . . 
a little nourishing there. . . let the processes have their intended effects. Then, add a few things at a 
time. Success in some scenarios requires you to expand the park to grand degrees, but if you try to 
do this too soon, you'll spend all your cash and almost certainly fail. 

Pause the game when building complex structures 

By default, RdlGrCoastGrTyxjorP 3 automatically pauses when you are constructing a track ride. But 
the clock keeps running as you place scenery, paths and build customized structures. Pause the game 
and you can take your time to perfect your creations. 

SHARING YOUR CREATIONS 

Nearly everything you can create in F^laCbasberTyDoorf 3 can be saved and loaded in other 
scenarios and even saved and shared with other players. If F^lerCoasl^lyxjorf 3 was installed to 
the default location, the saved files can be found in the following directories: 

Peeps 

Create your group and turn them loose in other players' parks. 

filenamaitxt where filename is the name you assigned to the peep group you saved. Saved in the 
RCTS/Peeps folder within the My Documents Folder 

Coaster^ 

Let other players ride your coasters and test their nausea tolerance. 

filename.trk where filerameis the name you assigned to the coaster you saved. Saved in the 

RCT3/Coasters folder within the My Documents folder 

Structures 

Express the architectural genius within. 

filename.dat where filename is the name you assigned to a structure you saved. Saved in the 

RCT3/Structures folder within the My Documents folder 
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Fireumrks Shows 

Playing with fire has never been as fun as it is in other players’ parks. 



filename.fws where filename is the name you assigned to the fireworks show you saved. 
Saved in the RCT3^ireuuorks folder within the My Documents folder 

Scenarios 

Are you a game design mastermind? Share your masterworks. 

filename.dat where filenarreis the name you assigned to the park name. Saved in the 

RCT3/Scenarios folder within the My Documents folder 

Amusement Parks 

Your sandbox creations will make others green with envy. 

filename.dat where filename is the name you assigned to the park name. Saved in the 
RCT3^arks folder within the My Documents folder 

* If you assigned a song file from your library, the game will expect to find it in the 
My Music/RCT3 folder found within the My Documents folder of your PC. 


Trading with Others 

Note: Song files are NOT saved with any saved game, coaster park, scenario or any other saved 
element in F^laODaster®Ty3oon 3.The game only plays game music or other music found in the 
My Music/RCT3 folder of your PC. 

While we hope you’ll want to share your F^lQCoasterTyxjorf’ 3 creations with other players, we 
strongly encourage you to respect the copyright owners of your music files. Please do not make 
illegal copies of copyrighted music. We support copyright laws all over the world and the rights of 
artists to profit from their compositions. Piracy is wrong and hurts artists. 

From time to time, we’ll post links to web sites where you can post your creations online. 

Visit rollercoastertycoon.com or atari.com/rollercoastertycoon for links to these 
web sites. 

Loading C reations of Others 

First, copy the file containing the data for the Peep Group, Coaster Structure, Fireworks, Scenario or 
Amusement Park to the directory indicated on the previous page in the Sharing Your Creations 
section. If music linked to the item is not from the game, make sure the file is located in the My 
Music folder found within the My Documents folder 

When you start the game, the creations will appear in the list of Peeps, Coasters, Structures or 
Fireworks. Scenarios and Amusement Parks can be loaded from the Sandbox screen. 

Loading Rides from rct and rct2 

Do you have coasters you created for F^lerCoasl^TyDoon® or FtoHerCoastGrTvoDon® 2? Copy the 
.TD4 or .TD6 file to the My Document^RCTi^Coasters directory. Next, start RCT3 and 
either enter a scenario, the sandbox or the coaster designer Notice when you click on the rides but- 
ton, a new button is present at the bottom of the stack Click this button to show a list of RCT and 
RCT2 coasters present in the directory. Click one of the coasters from the list to add it to your park, 
then save the old coaster in the RCT3 format by clicking the SAVE icon found in the coaster's con- 
trol panel. The search button found on the import window also searches the selected hard drive for 
any other .TD4 or .TD6 files and then adds them to this list. 
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John Wardley: C onstruction 

W here are components made, what type of crew generally 
installs a coaster, and how long does it take to 
build a new coaster? 

Although the chosen manufacturer will operate from one base, frequently the 
components - track, support structure, cars, brakes, lifts, control 
systems etc. etc. - will be fabricated in many different locations around the world, 
and only come together for the first time on site. Civil engineers will prepare 
the foundation, steel erectors will put up the structure and track, and mechanical 
and systems engineers will install and commission the ride. 

From initial concept to opening day can take up to three years. 


BUILDING A ROLLERCOASTER 

The Coaster Builder Toolbox 

Open the Coaster Builder Toolbox by clicking on the Construction Button of the Ride Control Panel. 
You’ll notice a good selection of track pieces are available for constructing your coaster or other 
track ride. These vary from ride to ride. The grayed-out pieces cannot be used at the present time. 

Coaster Building Checklist — the Essentials 

FHere are a few tips to get you started on the right path to building a successful coaster 

Prepare theTerrain 

Use the tool that Flattens Terrain In Increments For Rides And Scenery to prepare the land around 
where you plan to put the ride entrance and exit. This will ensure that you’ll be able to build a path 
to the ride. If the auto-flatten option is enabled, the game will do this automatically. 


Make Your Boarding Station Long Enou^ 

If you increase the number of cars per train, the boarding station must be longer than a single track 
length. As a rule of thumb, your boarding station should be at least three track-lengths long. 

start with a Lift Chain 

Most rides require you to add a lift chain to the entire incline at the beginning of the ride. As a pre- 
caution, extend the lift chain to the first level track-piece after the incline as well. 



TestWhiie Buiiding 

After you've created your first incline, change the ride status from Closed to Test. This will cause the 
ride to run as you build it so you can see the results of each new section of the track you build as 
you build it, and will help you identify ride failures quickly. 

Change the Banking Setting for CurvedTrack Pieces 

You’ll manage the g-forces and intensity better this way. Properly banked turns also help keep the 
ride from breaking down frequently. 
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Manage Excessive Speed 

Don’t forget to use brakes when necessary to control speed. 

Use Special Track Sections 

Special track pieces like loops and corkscrews add excitement 

Add CameraTriggersto the Most Exciting Points in your Ride 

Pictures of your peep group on the ride will be saved to the game directory. 

Auto Complete 

When your coaster is nearly complete, click on Auto Complete to finish it off When you click the 
Auto Complete button, you’ll notice the game draws the track on the screen as it calculates the last 
few tracks. If you notice this taking too long, click on the Auto Complete button again to interrupt 
the Auto Complete process and return to editing your track manually. If the Auto Complete button 
finds a solution, it will draw the solution with highlighted track pieces. If you are satisfied with the 
solution, click on the Auto Complete button again to confirm. If you don't want the offered solution, 
just click on the Delete Track Piece button next to the Auto Complete button. 

ThinkTheme 

When the last track piece has been laid, choose an entrance and exit that matches the nearby 
scenery theme. 

Test 

Activate the Test setting to generate a test results report Most peeps will not ride an 
untested coaster 

Take it for a spin 

Ride the ride to see what your peeps will experience. 
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Testing 

After you finish coaster construction (or the contruction of any other powered ride), you should give 
it a test run. Most peeps will not ride your coaster until the test results have been completed. After 
your rides have completed a test run, peeps who prefer that ride’s excitement, nausea and intensity 
settings will be drawn to it. 

TheTrack-Building Interface 

The track-building interface colors the track pieces that you can add in yellow, unavailable track 
pieces are shown as white with a slightly visible outline. Specialty pieces appear in the right portion 
of the toolbox only when they may be added, and this may change depending on what piece you 
just placed. 

Adding tracks works like this: 

1 . Click to select a new track piece 

2. Click it again to add it 

3. Click the same icon again to add another 

When you want to add a different track piece, click to select it, click again to add it, click the same 
icon again to add another and so on. 

John WardleyiTesting 

How is a new ride tested once it's constructed? 

What considerations are made before it can be 
opened to the pubiic? 

Once erected, the ride will be tested first component by component (running the motors and 
chain lifts, operating the brakes, checking the control systems etc.). Once the track gauge and 
clearance envelope has been checked, a train will be run round the track, normally containing a 
load to simulate the weight of the passengers (we used to use sandbags, but now we use special 
water-filled dummies). Once this has gone round the track, accelerometers and other 
measuring devices are attached to the train and structure, whilst the ride is run many 
hundreds of laps with a heavily overloaded payload. All sorts of situations are then simulated 
to prove the safety systems before the ride can be given its certificate and opened to the public. 
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CREATING PATHS 


% . 

II 

Peeps and employees ordinarily wander throughout your amusement park on the paths you’ve laid 
out for them. Make sure the terrain where you want build a path is mostly level. Note: The 
instructions for this section assume you are using the path building tools and have selected 
a path texture design. 

The paths you may place are: 

• Paths - Ground-level walkways that conform to the shape of the terrain. 

• Ramps - Sloping walkways that ascend or descend one meter or about three feet 
(depending on your game option settings). 

• Stairs - Ascend or descend two meters or about six feet (depending on your game option 
settings). 

• Platforms- Elevated walkways that are level and do not conform to the shape of the 
terrain below. 

• Quoue Paths- Peeps will only use these to queue up for rides and attractions. Queue 
paths can be ground paths, ramps, stairs or platforms. 

There are two ways to build paths: With the path-building toolbox; or in the classic “mouse-drag- 
ging” mode. Each of these is described on the following page. 
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The Path-BuildingToolbox 

The path-building toolbox works much the same way as the coaster-building toolbox. Click on the 
“flat path" icon to lay a straight walkway. Click on a “turn'' icon to change the direction of the path. 
Click on a “ramp" or “stair" icon to build ascending or descending pieces. 

Classic Path Building 

Players of the previous F^laCcastGrlyoDorP games can still create paths, ramps and footbridges the 
same way. Instructions for use the classic path building method are below. It takes a little practice to 
get the hang of classic path building, but once you master it, you may find path building a breeze. 

Simple Paths 

Go to the path building tool and select a surface texture, and then drag the mouse button on the 
ground or click single tiles where you want the path to be drawn. 

Stairs and Ramps 

Peeps often need to get to elevated areas, platforms or ride entrances in your park. 

To build a stairway or ramp up from the ground or a platform, carefully move the pointer to the 
edge of an existing path tile or platform until an arrow appears and an outline of the next tile 
appears. Next, hold down the mouse button and drag the mouse up a little until the outline changes 
to a ramp; drag the mouse button a little further until the outline changes to stairs. Release the 
mouse button to place that piece. Additional sections of the same ramp or stair piece can be placed 
simply by clicking on the arrow of the segment. 

To level off the next outlined segment of a stairway or ramp, hold down the mouse button while 
dragging the mouse dcwui a little - the outline of the next segment will change. Release the mouse 
button to place that piece. 
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Platforms 



After you've built a ramp or stairA/ay and leveled off the top piece, you can quickly place an entire 
platform area by moving the pointer to the edge of an existing platform tile and clicking on the red 
arrow that appears there. 

Elevators 

Sometimes space will not permit building a staircase. In these instances, an elevator may be better 
suited. Elevators can be found underTransport Rides. Click on the elevator ride and then move the 
pointer to the position on the ground where the lowermost portion of the elevator will reside 
(make sure a path can lead to it). Next, without moving the pointer hold the shift key to make an 
outline of the next higher elevator section to be displayed, and then click the mouse button to put 
the segment in place. Repeat until the elevator is the desired height. The elevator is managed like 
other rides, so make sure it is tested and open. 

Li^Sy Benches andTrash Bins 

Paths are ideal places to install benches, trash bins and lamp posts. See the Path Extras browser list 
for all the items available. Click on an item in the browser list and then move the pointer to the edge 
of the path tile where you want to place the item and then click to place it. You may repeat this as 
needed until you close the browser list. 
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MANAGING LANDAND SHAPING TERRAIN 

You can buy land adjacent to your park and even lease construction rights. When you own land, you 
can also shape much of the terrain to the limits of your imagination and budget. 

Buying Land 

After your park is running smoothly and you've built up some cash reserves, expand your park by 
buying more land. Not©:Your park must own land to build attractions, shops, paths or scenery on it, 
or to shape its terrain. 

Construction Ri^its 

Some of the land near your park cannot be purchased, but you may lease construction rights. This 
grants you an easement over the land so you can build track sections of coasters, trams or other 
track rides. 


John Wardley: Breaking Ground 

What does a new, big coaster cost these days? 

A coaster today can cost upwards of $ 1 5 million — many are costing more than twice that. 

Who makes the decision to buiid a new ride and what is the first 
step in the design process? 

It is a collaboration between the park and the designers. Sometimes manufacturers lead the 
process with a new type of coaster product. Sometimes the park’s marketing people lead 
by identifying a need to entertain a specific segment of their market. Occasionally, the 
physical layout of the park throws up a need to fill a gap in the park's developed 
area (i.e. a vacant lot). Frequently, the designers have an idea for a storyline within 
a themed development that needs a coaster as the transit system to take 
riders through an adventure. But more often than not, it is a 
combination of all these factors, and some! 


Use the terrain shaping tools described earlier in this manual to alter the topography of the terrain. 
Some areas may not be altered if the scenario restricts it. In some cases you'll want to smooth 
terrain for paths or rides, and sometimes you will want to create a body of water for the water 
rides you want to add. Or you can even shape the terrain just to suit your fancy. 

SimulatingTunnels 

Technically, F^loOcaste'Tyxjorf 3 does not permit you to build tunnels, but you can dig a trench, lay 
your track pieces and then cover the trench with walkway platforms or structural rooftops. It’s up 
to you. 

Preparing Land for Rides 

You can pretty much place a ride nearly anywhere in your park, but the most important element to 
keep in mind is the ride entrances and exits — these must be accessible to your paths, which can be 
a complex process if the terrain is quite irregular 

The best way to ensure success in connecting your ride entrances and exits to pathways is to use 
the PrepareTerrain For Rides tool, which smoothes the land and snaps the elevation to increments 
accessible by ramps and stairs. 


Basic Terrain Shaping 
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Preparing Land for Bodies of Water 

Use the Lower Land tools to shape the terrain for ponds and lakes. 

Decorating andTexturing Land 


Peeps love plush landscaping and varying ground cover Place foliage around the park by accessing 
the Scenery section of the Item Placement menu. Remember to use foliage of the same theme as 
the surrounding structures and attractions. Change the ground cover using the Color Terrain tool in 
the Terrain Shaping toolset. 


DESIGNING AND CONSTRUCTING 
BUILDINGS 

One of the most powerful features in F^lerCoasi^TVooorf 3 is the ability to construct almost any 
kind of edifice from the vast variety of structural pieces in the game; be it a castle, palace, mansion, 
ghost town, shanty village or skyscraper 

Simple Construction 

Open a construction set browser list and click on one of the pieces in the set — this causes a 
grayed-out image of the piece to connect to your pointer Press Z to turn the piece at 90° incre- 
ments. Position the piece where you want to place it and click the mouse button. Voila! The piece 
has been placed at ground level. Continue to place pieces in the park this way until you close the 
browser list. 

To place pieces or rooftops above or below the ground-floor level, move the piece to the spot over 
the ground where you want to place it, and then hold SHIFT and move the pointer up or down. 
This causes the grayed-out piece to slide up and down (even below the ground). When your piece is 
in the desired position, click to place it there. This is also useful when you want put up a wall piece 
next to another but the shape of the land prevents the wall tops from aligning precisely: just hold 
down SHIFT and move the pointer until the tops align. 

You can also hold down CTRL to force the terrain to flatten around the building piece. Hold down 
ALT to cut the land around the building piece. 

Saving and Loading Buildings 

Save your building to use in later scenarios or to trade with other players. Open the Custom 
Structures menu and click the Select Objects button. Then, drag the mouse button over the ground 
to mark the area under the building you want to save (taking care that the base of your structure 
and a one-square margin around the structure is highlighted), name the object and click on the 
Save button. 

Load buildings created by other by copying the file to the directory indicated in the Sharing Your 
Creations section of this manual. The next time you play R03, the new building will appear in the list 
of Saved Selections. 
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AWARDS FOR PARK APPEARANCE 



Use scenery and foliage all from the same theme and you'll be more likely to win awards (as well as 
a fat bonus) for park appearance and beauty. Some generic scenery items may also be used, 
but sparingly. 

CREATING FIREWORKS SHOWS 

One of the most exciting innovations in F^lerCbasi^Tvcrjorf 3 is fireworks! With the Fireworks 
MixMaster™, you be able to choreograph pyrotechnical wonders synchronized to your favorite tunes. 
Fireworks are a sure way to increase your park rating. 

The Firevuorks MixMaster" 

When you open the scenery buttons and click on the Fireworks MixMaster button (at the bottom 
of the list), the Fireworks MixMaster controls will be displayed. 

Firevuorls Show C hecklist 

Launch Points 

Before you do anything else, you'll need to add a few fireworks launch points to your park. Click on 
the Fireworks button to open the interface to the selection of launch points available. Click one and 
add a launch point to your park. You can place launch points anywhere. 
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Music 

If you're going to create a show that uses music from your library, make sure the song file is in the 
My Music/RCT3 folder found within the My Documents folder 

Make the Show 

Open a blank show by clicking on the button Fireworks Shows button (the one with the three rock- 
ets) and then in the details panel, click the Add Fireworks Display button, which will open the timeline. 
With the Fireworks MixMaster timeline open, click on one of the tracks to display a list of fireworks. 
Click on one and it will appear in the track. You can drag the firework to any place in the timeline 
where it does not overlap another firework on the same track. Next, move the pointer over a launch 
point that you placed in your park (you'll know it’s a launch point because it glows when the pointer is 
over it). Click on the launch point and the firework is now assigned to a launch point. The direction in 
which the firework will be launched is indicated by a small line protruding from the launcher Repeat 
these steps until your fireworks show is complete. 

Delete a firework from the timeline by right-clicking on it. Double-check that each firework has a 
launch point by clicking on each firework in the timeline; if a launch point is glowing white, the selected 
firework is ready to launch! Test the show by clicking on PLAY 

Sawe for Later 

Click on the Fireworks Displays button (the one with a rocket and calendar) to open the list of fire- 
works; the highlighted item in the list is the current show you are editing. Click the Save button and 
the game will store the show for later use. Change the time of day and time of year the show will 
run in this panel, too. 

Firevuorks ShowTutorial 

You may practice using the Fireworks MixMaster by running the fireworks tutorial. 
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PUTTING YOUR GROUP IN THE PARK 

Create a group of your friends or family with the Peep Designer and watch how they react to your 
amusement park. 

The Peep Desi^ier 

The Peep Designer can be accessed from the Tools button found on the Main Menu. 

How to C reate and C ustomize a Peep Group 

First, click the Add Peep Group button. This creates a new peep group. 

Next, click Add Group Member and then highlight the peep name and click Edit This Peep. 

On the Peep Designer, change the age, gender skin tone and clothing to suit your tastes; or click the 
randomize button to let the computer do the picking. When done, click the Save This Peep button 
and return to the group window. 

Repeat these steps until you have added and edited all the group members you want and click the 
Save This Group button. The Peep Designer automatically assigns who is the group leader but you 
can choose the group leader by highlighting a peep in the list and clicking the Designate Group 
Leader button. 



CREATEYOUROWN SCENARIOS 

Free the FtoHerCoastGrTvoDorP within by using the Scenario Editor to challenge other players. 

Who knows, maybe you’ll become the ultimate roller coaster tycoon. 

The Scenario Editor 

From the Main Menu, click the Tools button and select Scenario EditorThe editor gives you access to 
all the nuts and bolts of what goes into creating a scenario. 

Scenario Creation Checklist 

Keep your early creations small and simple. If you're new to creating F^laCoasterTyxiorf’ scenarios, 
start out with small scenarios that are simple to complete. (Don't forget to save often.) 

Start with an entrance path that runs through a park gate and then place a peep spawning point on 
the path outside the park. 

Designate what land is owned by the park, what area can be purchased, what area will offer 
construction rights and what area is off limits. 

Use the terrain shaping and coloring tools as well as selecting the background to create the stage for 
your scenario. 

Populate the land with foliage, scenery, paths and a few rides. 

Edit the peep options; such as average cash, ride preference and other settings. 

Next, select what items can be researched, the amount of player starting cash, what awards may be 
won, restrictions and financial options. 

Finally, define the objectives for each of the difficulty settings. If you are including aVIPeep in the 
scenario, select the VIPeep and the parameters affecting thatVIPeep by clicking on the VIPeep icon 
found at the bottom of the Scenario Objectives dialog box that appears after you add “VIP" to the 
list of objectives. 

Save the scenario. Glick the Normal Time Speed button in the dashboard to play your scenario. 
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SANDBOX MODE 

Want to play F^laCoasterTyxorf’ 3 without any restrictions. Click the Sandbox button and load a 
pre-existing game or start a new one. All the controls are the same, but money is no object and 
you have no objectives to reach. Enjoy! 

ABOUTTHEVI PEEPS 

New to F^letZbastGrTvoDorP 3 are a collection of very important peeps who may visit your parks 
from time to time. These VIPeeps have their own requirements, demands and needs. And if they 
enjoy themselves during their visit to your park, you’ll be rewarded with a special bonus. 

Here are the bios of each VIPeep. 

Joe Sluggerball - Sports Celebrity 

joe is a famous baseball player and is a big hit with the peeps — only problem is, 
he’s a bit skittish with crowds and shies away from autograph hunters! 


Clint Bushton- Politician 

As presidential candidate, Mr Bushton expects to be given the red carpet treat- 
ment, and has a roving eye for the ladies. 

Kara Old - Teen Idol 

Earnest and pretty Kara Oki is a favorite teen pop-star; and the more intense the 
ride the better she likes it. 



Cami O - Star of Stage and Screen 

Beautiful young movie star secretly yearns for life to be the way it was before she 
was famous: she shuns bodyguards and being told what to do. 


Mr.Jobsuuorth - Park Inspector 

Mr jobsworth is picky and intolerant of any flaws in your park. But underneath it all, 
he has a heart of gold and acts as the RCT3 hint agent. He informs you about park 
areas that need improving, and when he finds exceptional accomplishments he'll 
reward you with a trophy and a bonus. 

Hosting A VI Peep 

When a scenario objective requires you to host a VIPeep, you must carefully follow specific steps to 
accomplish the objective. 

At the beginning of a scenario, pause the game and read the scenario objectives regarding the VIP 
Beneath theVIPeep’s name you will see that celebrity's arrival date and preferences. 

Immediately add the elements the VIPeep wants to see, then click on the Setup Route button (the 
icon shaped like little footprints found in the Scenario Objectives dialog box to the right of the VIP 
objective) which causes the VIP Options dialog box to appear 

Click on a path somewhere in the park and you’ll notice three things, a little trail of footsteps 
appears, a stack of pulsating circles appears where you clicked, and a location appears in the VIP 
Options dialog box. The stack of pulsating circles is a “waypoint." The trail of footsteps is the path 
the VIP will follow. 

Repeat this process until you get to an attraction that the VIPeep wanted to see, and then click a 
“waypoint" on that attraction’s ticket booth. Continue until you’ve created a trail to all objectives, 
and then all the way back out of the park. You may remove or reorder the waypoints by using the 
buttons in the VIP Options dialog box. 

Un-pause and wait for the celebrity to show. If all goes according to plan, you will have completed 
the objective and successfully hosted the VIPeep! 
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ATARI WEB SITES 

To get the most out of your new game, visit us at: 

atari.com/rollercoastertycoon 

If you would like to chat with other gamers, as well as developers, visit our Community Forum 
area at: 

ataricommunity.com 

Kids, check with your parent or guardian before visiting any web site. 

C hat Messages; Atari does not monitor, controi, endorse, or accept responsibility for the con- 
tent of chat messages. You are strong encouraged not to gve out identity or other personai 
information throu^ chat message transmissions. Kids, check with your parent or guardian if 
you are concerned about any chat you receive. 

Use of Atari web sites Is subject to terms and conditions, which you can access at: 

atari.com/u^tos 
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TECHNICAL SUPPORT (U.S.& Canada) 

HelpVia the Internet 

Up-to-the-minute technical information about Atari products is generally available 24 hours a day, 

7 days a week via the Internet at: 

atarisuppoit.com 

Through this site you’ll have access to our FAQ (Frequently Asked Questions) documents, our 
FTP (File Transfer Protocol) area where you can download patches if needed, our HilTt^Cheat 
Codes if they're available, and an E-Mail area where you can get help and ask questions if you do 
not find your answers within the FAQ. 

Note: In the event we must send you a Hint Sheet, FAQ document, patch or update disc via E-mail, 
we may require verifiable consent from a parent or guardian in order to protect children’s privacy 
and safety online. Consent Forms are available at the web site listed above. 

HelpViaTelephone in the United States & Canada 

For phone assistance, call Atari Technical Support at (425) 951-710S Our Interactive Voice 
Response system is generally available 24/7, providing automated support solutions immediately. 
Great News! We've improved our Automated Systems so that you can get product-specific 
Troubleshooting help more quickly. All you need to do is enter the product’s Part #when 
prompted to do so. This will take you directly to all of our known issues and solutions for this title. 
The product’s Part #is located in several places (on the CD label, package and/or plastic disc case) 
and is usually identified by a number such as 04^12345. When prompted by the Automated System, 
enter the last five di^ts of your product’s Part #. (For example, Part # 04- 1 2345 would require 
that you enter the “ 1 2345” portion of the number for that product.) Note: Some products simply 
feature a five-digit Part # without an ”04-” prefix. 

Live support is generally available Monday through Friday, 8:00 AM until 6:00 PM (Pacific Time). 

Note: We may be closed on major holidays. 


Before making your call, we ask that you be at your computer; have the following information avail- 
able, and be ready to take notes: 

• System Make and Model 

• Processor Type 

• Operating System, including version number if possible (such as Windows® 98; 

Windows® Me) 

• PAM (Memory) 

• Video and sound card data and drivers 

• Any screen or error messages you’ve encountered (and where) 

Prockict Return Procedures in the United States & Canada 

In the event our technicians at (425) 951-7108 determine that you need to forward materials 
directly to us, please include a brief letter explaining what is enclosed and why. Make sure you include 
the Return Merchandise Authorization Number (RMA#) supplied to you by the technician, and your 
telephone number in case we need to call you. You will receive the mailing address when the 
technician gives you the RMA#. Any materials not containing this RMA# will be returned to 
you unprocessed. 

Warranty Policy in the United States & Canada 

If our technicians determine that the product storage medium is found to be defecd:ive within ninety 
(90) days of original purchase, (unless otherwise provided by applicable law). Atari will replace the 
item free of charge, to the original purchaser, if the item is accompanied bv the original dated receipt 
and packaging. 
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END-USER LICENSE AGREEMENT 

llvpCRITVMr — RE^CORBUlYi Please be SLietPcar^Uly read and Lr xJasLa ndall cftheri^^sarrirestricticnsctescribed 
intHs End-Lfeer LiGense/^geenrert ("ELLA'). 

AGREEMENT 

This dacLxrert is an ageenrert between ycu and Atari, Im ard its dilated Gorrperies ("QrrperV')- The OTdceed software 
^rredsc(s), cartric^ or Garre Pak (‘^oftwer^O ard ary acccrrpervng prirted rrateiials are licensed to yxj oriy on the corv 
dticn that vou accept all of thetEnrs ccrtained in this BJ_A. 

B/cperingthis package ard installingcrotherwiseLBing the Software yxiagee to be bOLid by the tarrs of this ELLA If you 
cb net agee tD the tenTB of this ELLAyxj net install cr Lse the Software ard within 15 d^s of pcrchase yxi rvLEt call 

thelechSLpporttdepherieriJTber listed intherranLal accorrperyngthe Software (the "ManLBl”). SeJeettheAuberrated Phene 
Svsterrfs Main Maeu option for CbnsLrrer Ser\^ces ard fdloiA/the p rerTp ts . 

You will beg\ena Retun Mercherdse Authorization rTLiTtaer(RMA-?^ by the technician. You then lea^ 15 from the date 

of this cc r la ct to retijn the Software in its pnetecti\<ecixering. the MariLBl ardtheorignal sales invoice to the address sepdied 
to you 

If this is a PC procLct whae yoj install the Software you will be asked to reJ&jv ard ether accept cr net accept the tenrE of 
the ELLA by dickdng the "I Accept" button 0/ dickdng the "I Accept' buUcn you acknowledge that you ha^ read the ELLA 
LTderstard it ard agee to be bccid by its tenrs ard cerdtiens. 

COPYRIGHT 

The Seftwere is protected by oopyi^et laws ard irtematicnal cepyi^Tt treaties, as well as other irtellectiel propaly laws ard 
treaties. Al title ard cepyi^Tts in ard to the Software (ineludng but net lirrited to ary images, photogophs, ar irratia s, video 
tTLSic t&t ard "applets" ineerporated irto the Software) ard ary prirted r rate rials aoocrrperyng the Software are owned by 
the Cbrrpery cr Its Licensers. 

GRANT OF LICENSE 

The Software is licensed ard not sdd to you ard its Lse is siieject to this BJ_A The Cbrrpery ga r ls you a lirritecl personal, 
nen-®dLSive license to Lse the Software intherramer described in the Lser ctoCLr rerlati cn The Cbrrpery reserves all ri^Tts 
rot®presslygertsdtoyou inthis BJ_A 


PERMITTED USES 

1. If the Software is corfigered for loacirig cn a hard dive you rr^ install ard Lsethe Software on a siri^eccrrputEr: 

2. You rr^ rrake ard rrairtain one copy cf the Software for backcp ard archival pixpcses, prodded that the crignal ard 
copy of the Software are kept in you" possessicn 

3. You tray perrnariaTdytrarisler all yOLT limits Lrderthis ELLA prouicted you retain rooepies, you transfer all of the Software 
(inducing all cerrponert parts, the rreda ard prirted rraterials ard ary epegedes) ard the tedpleiTt r gerk ard accepts 
this ELLA 


RESTRICTIONS 

1. You rr^ net delete cr obscue ary copyi^d traderrark cr other proprietary notice on the Software cr acGorrpBrying 
prirted rraterials. 

2. Yxi rre/ rxt <fecorrpile mxffy reverse engreer dsasserrbiecr otherwise reproduce the Seftwere 

3. You not copy rert lease stidicense dstribute piididydspl^ the Software cr^te derivative works based on the 
Softwere(®cepttDthe©4erTt®icressly pemiUed inthe Bdtorard Bd-Lber\^ation section of this Ageerreid or other 
ckxuTErtaticn acoorrperyi ng the Software cr otherwise ocrrmerdally exploit the Software 

4. You tray rxtelectroricallytrarTsrrit the Software fhcmcreocrTputer; ocredecr other platform to arcther or cxer a rdt- 
werk. 

5. You not Lse ary beckcp cr arohivel oepy of the Software for ary pupose otha' than to replace the oigrel oepy in 
the e^ed its destroyed or becorres ddective 

EDITORAND END-USERVARIATIONS 

If the Seftwere includes a featue that allowfi you to rrodfy the Software cr to ocnstruct new/ veriatiors (an "Bdtor"), you 
Lse such Bdtcr to create rrodfications or enhancerrerts to the Software inducing the ocnstruction of new/ levels (odlectively 
the "S/diaticns"), siicject to the fidlowing restrictions. Yclt Vferiations: (i) met oriy work with the fUl, regsteied copy cf the 
Software Oi) tTLEt net certain rrcdficaticrTS toaryeecutadefile (Hi) tTLSt net ce r ta in ary libelOLE, ddarratorycr other ille- 
gal r rate rial, rraterial that is scarcfelOLB or invades the ri^ds of privacy or piididty of arythird party (iv) met net certain ary 
tracterrarks, copyi^d-protected wok cr otha" property of third parties; ard(v) tray rd; be ocrrrrercially updated byyou, indud- 
ing but rxt lirrited to rraWrig such VferiatioriB available for sale or as pert of a p^per-pl^ or tirresharing service 

TERMINATION 

This ELLA is d fe ctive udi terrrinatecL Yxi rr^ temirTate this ELLA at ary tirre by destroying the Softwera This BJ_A will 
teirrinate a Uo rr ati cally without txtioe from the Cbrrpery if you fail tocorrplywitharyprowisioriB of this BJ_A All prowisions of 
this ELLAas towerrarties, lirritaticn of liability rerredes and eferrages will suAiveterrrinaticn. 
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LIMITED WARRANTY AND DISCLAIMER OF WARRANTIES 

Ycu are aAere and agee that Lse cf the Scftvvere and the rrecia on vvhich is reacrded is at yxr sde risk TTe Softwere and 
rreda aresLpplied "AS IS." Unless othervwse prouided by applicabe law« the Ctrrpery vvarrarts tnthecrignal pLithaser cf this 
prcxdLXtthattheSaft^rtfiresbaegerrEclLn^vyll belreefrcrnd^ects in r raua ias and v«3l<nnBnship under narral LEeficr rinely 
(90) cbys frcmthe of pcrchase The \Aerrarty is void if the cMect has arisen thrcxj^ acddert abcse ne^ec± or rrisapdi- 

caticn. If the Soft^Aere fails tDGcrIoiTn to this werrarty yxi m^atyxr sdeand e>«dLSive rerredy cttain a replacerrert free 
of charge if vou retun the dbective Saftv\ere Fdlcwthe Product PebLm ProcecLres described in the ManLBl. The GCrrperv 
cbes rxt \AeiTart that the Saftv\ere or its cpaaLia s crfLncticns will rreet volt reqJrener ts , or that the cse of the Software 
will be without irterrcption cr error 

lOH-E FULLEST E>CIBMr FB^SSIBLE UM»l AFT\ACABLE. L/WV PCR Tf-E EXFI^ESS VWRAIMIY SET 

FCimiABOue,lHEC]ClvmsfTDIS(XAir/EALLV\ARRANnE5y EXPRESS CRIIVFUB^ INCLJLJaNGArC>V\nHOUrUM- 
mV1CISil1-eilVfUB3WV«WinE5CFr/mC]-msfl7»LITY/VSDITI1se5SPCRARi«nGlJLARPlJRPCGEAISDNCN- 
ir>FFtirvcsvBsn: exoipi fcr ti-e express v\arraniy set fcrth aboje , the 

OavFMMY NOT VtARRMMi; GUARMMTS CR ANY RSRBBMI7U1CN REQW3NG H-E LEE GR TVE 

RESULTS CF THE USE CF THE SCFRAARE IN T»VE CF ITS GCRRECTINESS, flCOURfiCY, RBJABUJTY 
OURRBMI1SBS CR OIHB«AISE. SCTE J URISDICT1CFE DO NOT ALLOA/ THE E>C1JLE1CN CF CR UMTIT^CFE CN 
l|vnja>V\ARRANnB; SOTHEABCXEE>«3JLEIClSEy«SDUMriAI1CFE |VKYNC3rAFnYTO\OJL 

LIMITATION OF LIABILITY 

IN NO EK^VJT \Ail_L THE GCT/msIY CR ITS BVPLOfBS CR UCBSECRS BE LIABLE FCR ANT INOCBMIT^ 
irsCIFIECi; SFEO/^ COsEEQUBvm/^ CR FCNTTIVE DPMPC^S, CR/yvh' O^viafES W-«ISCE\iBL (INCLLCINC^ VMTHI- 
OJT UIvnTUIOSi DPfyWXS FCR IN URYTO FB^SCN CR mCFBTTY FCR LOSS CF mCH I S » BLEIISESS INTBV^UP- 
TICN LOSS CF BUEirsBS IMCRMmiCN LCESCFFRINAZYFAIUURETOIvsrANYDLnYAINDISEQJCasC^ARIS- 
INGOUTCF CR IN^VMY WV RB-AimiOTHE USE CR INtaLnYTOUEETHE SCFTWV^ IF THE CavmsIYCR 

^ AJIHCRim> RBRESBM17OTVE CF THE GCr/FMMY Bmsi/V>4SB3 CFTHE PGGSIBILnYCF SLOH DNVMS. 

SavE J URISCICnCFE DONOr/^JXWTHE E>dJL£KIM CF UABUJIY FCR INOCBMIT^ CR OCrEEQLBMFIAL DMA- 
MXS, 3Q-n^ ABOJE EXOJjaCNMKf NOT 

IN NDEWBSirVULLTHE U^LnVCFTHEOCr/FMSrY FCR DNVMB VtflHRBFECTTOTHE SCFTWVE E>Cm>THE 
AMOUNIS ACnMJ:ir FM D BY YCU FCR THE SCFRAARE. 


CHOICE OF LAW ANDVENUE 

THs ELIA is gouemed by the la^s of the United States of Arerica and the State of ivfew'rfcrk e>dLEivecf its corflicts of law 
prouisicns. The ®«dLEive venue for liti^ticn re^rcirTgcrarsirngfrornthis ELLA is New York Cbcrty ISfew'rfcrkandyxjageetn 
SLfcnittDtheJ Lnsdction cf the ooliIs of NfewYcrk CbLrty ISfewYorkforarysudn liti^tion 


MISCELLANEOUS 

If arr/prouisioncr portion cf this ELlAisfbLindtnbeLiiaiAfU, void cr for arr/ reason ixTaTbroeade It will be severed from and 
in rnow^^fectthevelidtyor eiTbrceBfcilitycf thererrarirng prcwsicns of the BJA 


THs ELLAocnstitiiesti 


t between voua 


a the Software and its cse 


© 2004 Atari Interactive, Inc. All Rights Reserved. RollerCoasterTycoon® 3 game © 2004 Chris 
Sawyer Programming © 2004 Frontier Developments Ltd. All Rights Reserved. All trademarks are 
the property of their respective owners. Developed by Frontier Developments Ltd. 
Pentium is a trademark or registered trademark of Intel Corporation or its subsidiaries in 
the United States and other countries. 

Manufactured under license from Dolby Laboratories. 

Portions utilize Microsoft Windows Media Technologies. Copyright ©1999-2002 Microsoft 
Corporation. All Rights Reserved. 

ATI and RADEON are trademarks and/or registered trademarks of ATI Technologies Inc. 
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CONTROLS 

MOUSE 



CONTROLS 

ACTION 

Ri^ mouse button (hold) and move mouse 

Strafe camera 

Mouse wheel 

Zoom in and out 

Mouse wheel (hold) + move mouse side-to-side 

Rotate camera 

Right mouse button + left mouse button (hold) 
+ move mouse side-to-side 

Rotate camera 

Mouse wheel (hold) + move mouse 
forward / backward 

Tilt camera 

Right mouse button + left mouse button (hold) 
+ move mouse forward / backward 

Tilt camera 



Ri^ mouse button (hold) + move mouse 
side to side 

Rotate camera around camera position 

Ri^ mouse button (hold) + move 
mouse forward/backward) 

Tilt camera up and down over camera 
position 

Mouse wheel (hold) + move mouse side-to-side 

Strafe camera 

Right mouse button + left mouse button (hold) 
+ move mouse side-to-side 

Strafe camera 

Mouse wheel (hold) + move mouse 
forward / backward 

Zoom in and out 

Right mouse button + left mouse button (hold) 
+ move mouse forward / backward 

Zoom in and out 



Ri^ mouse button (hold) + move mouse 

Strafe camera 

Mouse wheel 

Zoom in and out 

Mouse wheel (hold) + move mouse 

Rotate camera 90 degrees right and left 

Right mouse button + left mouse button (hold) 
+ move mouse 

Rotate camera 90 degrees right and left 
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KEYBOARD 


Camera Movement 

CONTROL 


ACTION 

Ctrl-C 


To^e CoaeterCam' ON / OFF 

A 


Pan left 

D 


Pan ri^ 

W 


Pan fbnward 

S 


Pan backward 

Q 


Rotate left 

E 


Rotate ri^ 

R 


Reset Cama'a 

Home 


Tift up 

End 


Tift down 

PageUp 


Zoom in 

Page Down 


Zoom out 

Shift (while placing an object) + move mouse 

Raises and lowers the elevation of the object 

Ctrl (while placing an ol^ect) 


Modifies the land around an object by 
proving the rrouse 

Alt (while placing an olject) 


Cuts the land aromd an object by moving 
the mouse 

Isometric View Controls 

Enter 


Rotate isometric view 90° coLrter-dockwise 

Shift-Enter 


Rotate isometric view 90° clockwise 

Miscellaneous 

Esc 


Beit cLorent garre 

FID 


Capture a screen shot (file sawed to My 
Pictures directory) 

T 


Tog^es b^ween displ^ng the ^rre 
full-soeen or in a window 

Shift-L 


Tog^es "pointer li^" ON / O FF 

Z (while placing an item) 


Rotate 90° counter-clockwise 





